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IN THE FIRST PLACE? 


YOU STARTED PLAYING VIDEO GAMES 


REMEMBER WHY 


SO DID WE. 


The fun of yesterday's arcade is now more than a fond memory. 
Presenting Namco Museum Vol. 3 ™ for the PlayStation™. Six authentic arcade 
classics that bring back the buzz of a bygone era. Galaxian™, Ms. Pac-Man , 
Pole Position 2 ™ ( Dig-Dug™, Phozon™ and The Tower of Druaga™. Each great 
game an exact translation of the coin-op upright, all the way down to the arcade 
options and dip switches. Namco Museum Vol. 3- Because fun never gets old. 
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PlayStation 


Carnage runs 
rampant... 
★★★★ 

— Next Generation 


k [Kain s] plot is 
complex — anc 
— enough to satisfy 
even the most die-hard 
RPG player.’’ 

— Electronic Gaming Monthly 




''the gaming 
equivalent of 
Braveheart. 

— Next Generation 


’Kain is a 
powerful, 
persuasive and 
exciting new 
character... 

— Game Informer 






GORY COMBAT 
ACTION 

Brimming with 170 
horrifying enemies and 
21 demented spells 
— each with a unique 
bloody graphic. 


AcfiVisioN 


Blood Omen: Legacy of Kain is distributed by Activision. 

Crystal Dynamics and Blood Omen: Legocy of Kain are trademarks of Crystal Dynamics. 
©1996 Crystal Dynamics. Activision is a registered trademark of Activision, Inc. 
PlayStation and the PlayStation logos ore trademarks of Sony Computer Entertainment Inc. 
All rights reserved. 


VAMPIRE BLOODFEST 

Drink the blood of your victims, 
then morph into one of four sinister 
forms to escape — vampire, wolf, 
bat or mist. 


BLOOD OM E rsr 


EPIC 

PRODUCTION 

A staggering 
100.000 plus screens 
and 120 hours of 
blood-spraying 
adventure enhanced 
with 25 grisly minutes 
of full-motion. 

3-D animation. 


Explore the carnage 
at www.actmsion.com 
or www.crystald.com 










WIN AN AWESOME 
COMPLETE WITH J ad/Kt 


JU$T ANSWER 10 Of THE 1? SNK TRIVIA QUESTIONS ANDyOU 
COULD WIN ONE OF THE FOLLOWING INCREDIBLE PRIZES/ 

1 GRAND PRIZE WINNER WILL RECEIVE A MINI 
ARCADE SYSTEM WITH ONE COPy OF EACH 
OF THE J FEATURED SNK TITLES' 

1 FIRST PRIZE WINNER WILL RECEIVE A 
PLAYSTATION CAME CONSOLE WITH ONE COPy 
OF EACH OF THE 5 FEATURED SNK TITLES*' 




M t •-?? as possib,e ( r swers ™ st be numbered to coordi " a,e ^ 

tost, late mutilated, illegible, incomplete or misdirected entries 2. Prizes- One (1) Grand Prize winner will receive a 'mini arrarfp < later than 3/1/97- Sony Computer Entertainment America (the "Sponsor") is not responsible for 

a substitutions allowed. 
; held on or about 
s only. Return of 
of receipt or for- 




<y SECOND PRIZE WINNERS WILL RECEIVE A 
PLAYSTATION BRAND HAT AND T-SHIRT AND THE 
CHOICE OF ONE OF THE J FEATURED SNK TITLES* 1 
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SAMURAI SHODOWN® III: 

/ / |* BLADES OF BLOOD ™ 

1. Whut are the names of the 2 '‘moods” of 
the character that will determine which 
set ot moves you will have? 

2. What are the 2 animals that Nakoruru 
can fight with? 

3. Whfrt character can fight with an ani¬ 
mal on without? 

4. What do characters gain in "UPPER 
GRADE” mode that makes up for the 
inability to defend? 

5. What word did the "Shodown” in 
Samurai Shodown III replace from the 
original name used in Japan? 




Ki " 9 S e ^r^ b r 0Wn r r 7„ Ster t,ad ^ ,ki and fatal Blades of Blood are trademarks of SNK Corporation of America. All games featured a 1996 1997 SNK Corporation of America All rinhts 

reserved. Lrcensed by SNK Corporate of America. Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and PlayStation logo are trademarks of Sony Comp'er ErtelTnment lnc 





TO ENTER THE COMPETI¬ 
TION SIMPLY PRINT VOUR 
N5ME 3CE3ND3DDRESS 
fCTTy STATE 1ND ZIPj ON S 
POSTCARD StONCJ WITH 
THE CORRECT ANSWERS TO 
AT LEAST 10 OFTHEgNK 
TRTVTA QUESTIONS AND 
SEND IT TO. 


pwygTanoN/sNH s 
K1NCJ OF FTCJHTERS 
TOURNAMENT 

C/O L1NZEE INTERNATIONAL 
1506 OLD COUNTV ROAD 
BELMONT CA 94002 


COMPUTER 

ENTERTAINMENT 


PlayStation 


THE KING OF FIGHTERS® '95 IMP* 

1. Who is the main character that is 
shown on the cover of the game? 

2. How many boss characters can be " J 

played in this game? ) 

3. What 2 new characters made their ^ 
debut in this game? 

4. What was the name of the new 
feature added in the character selec¬ 
tion that allows you to select any t 
characters for your team? 

5. The King of Fighters '95 takes char¬ 
acters who were originally from 4 dif¬ 
ferent games. What are the names of 
those 4 games? 


REAL BOUT FATAL FURY 

1. Are the characters Jin and Chin, 
male or female? 

2. What is the name of the boss char¬ 
acter that returns for this game? 

3. How many lines of fighting are 
there? 

4. What new feature allows charac¬ 
ters to win with less power than the 
opponent? 

5. Including Real Bout Fatal Fury, 
how many games in the Fatal Fury 
series exist? 















GameFan Volume 5 Issue 2 February 
1997. Published monthly by 
Metropolis Publications, Inc. 5670 
Wilshire Boulevard, Suite 1240, Los 
Angeles, California 90036. One Year 
subscription (12 issues) is $24.99. 
Foreign and Canada add $10 per year. 
Please remit in U.S. funds only. Please 
allow 60 days for your first issue. 
Application to mail at Periodical 
Postage Rates is Pending at Los 
Angeles, CA and at additional mailing 
offices. POSTMASTER: Send change 
of address form to: GameFan, P.O. Box 
469084, Escondido, Ca. 92046-9084 
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As the 50th issue of GameFan motors off to the printer, I 
can’t help but get a little retrospective. We started GF in late 
92 and now, on the brink of‘97, the world remote seems to 
have been pegged on fast forward. Making a video game 
magazine is a constant effort in an industry that changes like 
the wind and rarely sleeps. 

In four short years, we’ve seen the rise and fall of 16-bit, the 
emergence of 32 & 64-bit consoles, and the 3DO, 32X and 
Virtual Boy come and go (rather abruptly, l might add). 

Corridor games and 3D adventures have replaced conventional 
action, polygons have transposed hand-drawn graphics, and (can 
you believe it?), fighting games are still a hot commodity. I guess 
it wasn t a fad after all. In ‘92, Sony was introducing their first 
ever video games (ahem) and now they sit perched atop the 
industry with Nintendo and Sega nipping at their heels. I can 
recall a conversation I had during GF’s infancy with Seth 
Mendelson and Eric Yeo, who at that time were with a hot Virgin 
team which included David Perry,Tom Tanaka,Tommy Tallarico 
and countless other talented individuals who have since moved 
on (which is nothing out of the ordinary, the game industry is 
really one big game of musical chairs). They were describing to 
me how, in the future, you’d be able to download games through 
phone lines to your home PC and someday even the family TV. 
At the time it sounded like fantasy, yet here we are, playing 


Wipeout at 30fps on-line and 
happened in four years. 

I hope the next four bring as much 
as the last, though it’s hard to imagine 
will be. Personally, I’m ready for a 
Yeah, right. 


TV. A lot has 

advancement 
next major step 
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CAPCOM 


www.capcom.com 


L CAPCOM is a registered trademark of CAPCOM CO., LTD. Super Puzzle Fighter is a trademark 
>mputer Entertainment, Inc. Sega and Saturn are trademarks of Sega Enterprises, Ltd. 
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Introducing The All-New MechWarrior®2 
Arcade Combat Edition. 

Rebuilt from the ground up. 

MechWarrior 2 has been fully customized for 
console systems. Equipped with 48 arcade-style 
missions— sixteen exclusive console scenarios. 
Simplified controls for genuine shooter-style 
gameplay. Plus, awesome power-ups, super-charged 
AI and more 'Mechs® per mission to trample on 
anyone that suggests this is just a PC port. 


MECHWARRI0IT2 

31 ST CENTURY CD M BAT 



48 missions with awesome power-ups Ultra-fast gameplay packed with Advanced tactical A rtifictal Intelligence 

including Stealth and Invincibility! lethal missiles and ! 'Mechs! and stunning 3-D texture-mapping. 




This official seal is your assurance that this product meets the highest 
HNSp quality standards of Sega ™. Buy games and accessories with this seal 

to be sure that they are compatible with the Sega Saturn™ System. 


Activision is a registered trademark of Activision, Inc. © 1995,1996 Activision, Inc. McchWarrrior. BattleTech, BattleMcch and ’Meclt are registered trademarks ofFASA CORPORATION. © 1995,1996 FASA CORPORATION. Play&anon and 
the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises. Ltd. All other trademarks and trade names are the proper,tes of the,r respective owners. All r.ghts reserved. 


www.activision.com 

















READERS’ TOP TEN 


1. Mario 64 - Nintendo 64 

2. Crash Bandicoot- PS 

3. Resident Evil - PS 

4. Tekken2 -PS 

5. Pilotwings - Nintendo 64 

6. NiGHTS - Saturn 

7. Final Fantasy III -SNES 

8. WaveRace - Nintendo 64 

9. Street Fighter Alpha - Saturn 

10. Tobal No. 1 - PS 


READERS’MO ST WANTED 

1. Zelda - Nintendo 64 

2. Resident Evil 2 -PS 

3. Shadows of the Empire - N 64 

4. Final Fantasy VII - PS 

5. Tomb Raider- PS 

6. Mario Kart 64 - N 64 

7. Cruis’n USA - Nintendo 64 
| 8. Doom - Nintendo 64 

9. Donkey Kong Country 3 - SNES 

10. Wayne Gretzky 3D Hockey - Nintendo 64 
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1. Turok: Dinosaur Hunter - N 64 

2. Shining the Holy Ark - Saturn [ 

3. Fighters Megamix - Saturn I 

4. Mario Kart 64 - N 64 

5. Shadows of the Empire - N 64 


• .. &§ 


6. Soul Edge - PS 

1. Rage Racer- PS 

7. Rage Racer- PS 

2. Soul Edge - PS 

8. MegaMan 8 - PS 

3. Tekken 2 - PS 

9. Re-Loaded- PS 

4. Turok: Dinosaur Hunter - N 64 | 

10. Enemy Zero - Saturn 

5. Doom 64 - N 64 


1. Christmas NiGHTS - Saturn 

2. Shadows of the Empire - N 64 

3. Mario Kart 64 - N 64 

4. Dark Savior- Saturn 

5. Soul Edge - PS 


6. Tail of the Sun - PS 

7. Command & Conquer- PS 

8. Quake - PC 

9. Super Mario Kart - Super NES 

10. Tomb Raider - PC/PS 


6. Command & Conquer - PS 




7. Virtua Cop 2- Saturn 

2. Lunar Silver Star Story - Saturn 

[El 

J 8. Daytona CCE- Saturn 

3. Arc the Lad II - PS 


| 9. Rage Racer- PS 

4. Wonder Project J2 - N 64 


10. Super Mario Kart - Super NES 

5. Command & Conquer- Saturn 



6. Soul Edge - PS 

7. Fighting Vipers - Saturn 

8. Tomb Raider- PS 

9. Virtua Cop 2- Saturn 

10. Sakura Taisen - PS 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out vet 
on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301 

Second Prize: Third Prize: 

Your choice of one of the Picks A FREE year of GameFan! 
of the Month in Viewpoint The best magazine in the universe! 

h„ ra r.'il 9 JnH 25 *° ?." e (1) ent 2 per perso , n pe , r month - Drawin 9 s wil1 be held on the 21st of each month. The three (3) winners will be notified 
by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope. 
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First Prize: 

AN INCREDIBLE GXTV! 


to last month’s winners: 
jj First Prize: 

1 Lisa Golay, Columbus, IN 
i Second Prize: 

| Matthias Wilhelm, Neu-Ulm, Germany| 
I Third Prize: 

IJoel Miller, Red Bud, IL 




GXTV is the world’s first video game 
TV with hyper-amplified sound and 
graphics. Enhance the thrill of gam¬ 
ing with adjustable speaker doors, 
stereo surround sound and a 15-watt 
sub-woofer. Plus, the intense screen 
graphics will make you feel like your 
head’s right inside the game. GXTV is 
also a 181-channel, 13” stereo TV with two A/V inputs, stereo 
headphone jack, backlit remote control and tilt/swivel 
stand. So whatcha waitin’ for? Send in your Top Ten and 
maybe you can win one of these GXTVs for yourself! 




























The ultimate strategy game 


Dozens of close-ups and action shots 


Over 40 missions on two CD-ROMs 


SEGA SATURN 


PlayStation 


Also available on DOS, Windows®, Windows * 95 & Macintosh® CD-ROM. 








PlayStation. 
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your way. So go 
few blood vessels. 


Shelve the puny human routine It’s pulverize or be pulverized 
when you become this mean green fighting machine. Go 
Eist to fist with the entire Pantheon gang from Ajax, 
Jlysses, Hector and Adalanta to your own Future Imperfect self, 
rhe Maestro. It’s all part of mastering the puzzle. Not to 
mention, the finer points of smashing, crushing and pum- 

meling anyone yjjg INCREDIBLE in 

— ahead, burst a 
Just not your own. 


THE PRNTHEQH SAGA 


f 


distinctive likeness(es) thereof are trademarks of Marvel Characters, Inc. and are used with permission. Copyright 





















Sega Nomad 
v System!! 


<S econdcprieef 

Nintendo 
GameBoy 
* System! I j 


®Mrd cprlezf i 

Free 1 year 
GameFan 
Subscription!! 


* j GXTV is the 

H world’s first video 
game TV with 

I hyper-amplified ' 

/ f sound and graphics. 

*' ~ Enhance the thrill of 

r gaming with 

r - -;-1 adjusiable speaker 

doors, stereo surround sound and a 15 watt 
sub woofer. Plus, the intense screen graphics 
will make you feel like your head’s right inside 
k the game. GXTV is also a 181-channel, 13” . 
stereo TV with two A/V inputs, stereo head¬ 
phone jack, backlit remote control and 
tilt/swivel stand. So whatcha waitin’ for? 

Send in those codes and maybe you can win 
one of these GXTVs for yourself! 


GRAND PRIZE WINNER: ' 

BERNIE (EON, GRANADA HILLS, CALIFORNIA 

FIRST PRIZE WINNER: 

JONATHAN D. RACHELS 1 INTERNET 

SECOND PRIZE WINNER: 

i. SEAN MCKAY - INTERNET 

THIRD PRIZE WINNER: 

JAMES KING, FALLBROOK, CALIFORNIA 


Waka and Chief Hambleton seek the finest cheats, 


secrets and tips known to humanity, and we need them 
from YOU!! We’ll look over all the codes you send and 
award a magnificent Grand Prize every single month! 
Remember, no cheap codes from previously published 
US magazines! Winners will be drawn each month and 
displayed in the only place where cheaters prosper. 

(Current subscribers who win a subscription will 
receive aone-year extension!) 


Waka and Chief Hambleton 


5137 Clareton Dr., Suite 210 
lAgdural Hills, CA 91301 





















This official seal is your assurance 
(hat this product meets the 
highest quality standards of SEGA 
Buy Games and accessories 
with this seal to be sure that they' 
are compatible with the 
Sega Saturn™ System 


fjj||taty^orks Corporation. TNN® and the TNN® logos are registered 
rons™T$c^demark of Hospitality & Leisure Management Co., Inc. ©1994 
i Afhej%» Softworks Corporation. TNN Motor Sports™ developed by 
served. PlayStation and the PlayStation logo are trademarks of Sony 
ja Saturn™ is a trademark of Sega Enterprises, Ltd. All rights reserved. 
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BONUS TRACK, BUGGY MOOT, BIKT MODE, UVA TRACK MODE, GIBBERISH MODE 


standing on it when the time runs out. When 
Rimururu falls to the ground, before getting up, 
she’ll lay on the ground for a second and look 
around. 

Trip/cartwheel 

While weaponless, run at your opponent and press 
A+CorB+D. 

- Genjuro’s f rog 

When Bust Shizu fights Genjuro, in his second round 
win pose he will open his umbrella and Genjuro’s 
frog from SS2 will hop out. 

Multi-image slash 

For his dashing sword thrust, how long you hold the 
button determines what he does after the first hit. 
Variations come at 10, 30, 50, and 80 seconds. With 
the 80 second one, after his thrusts his sword into 
the opponent, he’ll jump into the air, and multiple 
images of him will come down and hit the opponent. 
- Control Water Bubbles 

After shooting out one of his water hubbies, keep the 
button you used held down, and using the joystick 
you can control the bubble slightly. 


SHIFT 2 
Q 2 M P*> 


hi mu mi i i’Homom a 


NEO-GEO CARTRIDGE UNCfNSOR CODE, EXTRA GOODIES! 


Uncensor 

At the main menu, hold Start, and go into the 
options screen. Move to exit, press A+B+C+D. 
Fatality 

While playing, press Back, Forward, Down + Start. 
Your character will kill himself/herself. 

Name Entry 

Putting in AAA’ for your initials will make your char¬ 
acter fall over dead. 

- Splash Gradatio n variation 
While Charlotte is doing her Splash Gradation 
(weapon breaker), when she draws the star, hold A, 
B, C, or D. Each button will make her finish the 
move in a different way. 

- Poppy’s puppies 

Win two rounds perfectly, the second being weapon¬ 
less. While Galford is doing his win pose, Poppy’s 
puppies will run across the screen. 

- ’Seductive Ne c k Turni ng’ 

While weaponless, when time on the round is 
almost up, jump up into the air and create the ice 
platform below you. Time it so that you’re still 


BONUS TRACK: - LEFT, CIRCLE, CIRCLE, TRIANGLE, 
TRIANGLE, CIRCLE, UP, RIGHT. 

MI NI B UG GY MOD E: - RIGHT, UP, TRIANGLE, LEFT, 

UP, SQUARE, TRIANGLE. 

MINI BIKE MODE: - DOWN, UP, CIRCLE, TRIANGLE, 
RIGHT, UP, SQUARE, TRIANGLE. 
LAVA TRACK; - SQUARE, CIRCLE, UP, RIGHT, RIGHT, 
CIRCLE, X. 

GIBBERISH MODE: - LEFT, CIRCLE, UP, DOWN, DOWN, 
RIGHT, CIRCLE, SQUARE, SQUARE 

JOSEfH E, CIBEUO 
cil3ello@erols.com 


> - 


First Reubus wanted to 
make a contribution. 
Now Shidoshi wants a 
piece of the action... 
Jeez people! I guess 
there will be an all- 
new Hocus coming 
your way soon! 

See ya! - Waka & Chief 




SLASH 


BEST TIME 


LAP TIME 

7.S 
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CD 


SHIFT 1 
2Mph 


To do these 
codes, you 
have to be at 
the PRACTICE, 
QUALIFY, and 
RACE screen. 
While press¬ 
ing the follow¬ 
ing buttons 
hold SELECT. 



QUAUFY 

ONI flAYIU MODI 

► MACK » 

A SCAD! tINUI kAt.i 


..a 

■omji HACK 

ACtlVAItO 

MINI 1 ION 

« to into 

• HI Ml RACK 


~ARrAD£I 

MODE 


Do the codes at this screen 
while holding SELECT. 
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Sanctioned by Developed by 



BowliNq 

HaU of Fame an<1 Museum 
St. Louis, Ma 



Available Now 


PC-CD-ROM 


EEonszEzr 

Windows® 95 




Ten Pin Alley™ is a trademark of American Softworks Corporation. © 1995 PEG Limited Partnership. Bowling 
Hall of Fame and Museum® is a registered trademark of Bowling Hall of Fame and Museum, St. Louis, MO. 
ASC Games™ is a trademark of American Softworks Corporation. Ten Pin Alley™ is developed by Adrenalin 
Entertainment. Head Games™ is used by permission. Windows® 95 is a registered trademark. PlayStation™ 
and the PlayStation logo is trademarks of Sony Computer Entertainment Inc. All rights reserved. 



http://www.ascgames.com 




















THE ULTIMATE BATTtE 
IS THE OKIE yOLI 
FIGHT ACOKJE... 


An alien conspiracy 


A bizzare 

and brutal dimension 




IX 


A deadly trap with only one 


chance for survival... 








8 


4 lethal alien attackers can gang up 
on you, using FIRST and ONLY 
qence. 





Take on 20 
with over 1 

if 



lien species 
fal arts moves. 


s ov^r 1,3 
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Explore over 1,300 rendered environments across five hostile worlds. 
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Perfect Weapon™ is a trademark of American Softworks Corporation. ASC Games 'is a trademark of American Softworks Corporation. Developed by Gray Matter. Head Games" is used by permissta’ ©1994 AVC Limited Partnership. © iggi 

• '■ .. . ■>:' . 
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nera angles move as fast as you do. 























WIPEOUT XL SONY PLAYSTATION CRAZY CODtS! 


Those people at PSYGNOSIS have too much time on their hands! Check out these wacky and 
cool codes for WIPEOUT XL! Enjoy! 


9CCooper7@aol.com 


CONTBU: LEGHCV OF V\IHR SONY PLAYSTATION MORf CODtS! 


What CONTRA game would be complete without codes? Enter all of these codes at the TITLE 
SCREEN, and enjoy! 

BAMBOO ARCADE : R2, R1, RIGHT, LEFT, LI AND L2. 

BAMBOO GYRUS : L2, LI, LEFT, RIGHT, R1 AND R2. 

U NLIMITED CONTINUES : L2, R2, LI, R1, LEFT, RIGHT, LEFT, RIGHT. 

WEAPON SELECT : L2, R2, LI, L2, UP, DOWN, DOWN, UP. 

SFX BROWSER: R2, R1, LI, L2, UP, RIGHT, DOWN, LEFT. 

MOVIE PLAYER: L2, LI, R1, R2, UP, LEFT, DOWN, RIGHT. 


TOMB RHIOER 


SONY PLAYSTATION ALL WEAPONS! 


Having trouble with the T-REX? Just input this code and enjoy the lovely carnage! Whil 
the game, simply press SELECT to bring up the inventory screen. Then enter: LI, 

R2, L2, L2, R2, CIRCLE, LI. If you do the code correctly, you will hear Lara make a 
sound. Then just select the weapon of choice and blast away! (Input again to refill 


JAMES KING 
FAUBROGK, CALIFORNIA 


ANIMAL TEAMS : HOLD L1+R2+START+SELECT while the game is loading up. Voila! 

CHALLENGE MODE : Enter the following in the OPTIONS menu. 

CHALLENGE 1: Press SQUARE, CIRCLE, SQUARE, TRIANGLE, CIRCLE, TRIANGLE, TRIANGLE, 
CIRCLE, SQUARE, SQUARE, SQUARE, TRIANGLE, X, SQUARE. 

CHALLENGE 2: Press SQUARE, CIRCLE, SQUARE, TRIANGLE, CIRCLE, TRIANGLE, X, SQUARE 
X, TRIANGLE, TRIANGLE, TRIANGLE, X, CIRCLE, CIRCLE. 

PIRANHA TEAM: To access the PIRANHA TEAM, HOLD L1+R1+SELECT at the MAIN MENU. 

Then, while holding these buttons down, press X, X, X, X, CIRCLE 
TRIANGLE, SQUARE. 

PHANTOM CLASS : Repeat PIRANHA TEAM code... 

ALL EIGHT TRACKS : Repeat PIRANHA TEAM code... . __ T 

MACHINE GUN: To refit your vehicle with machine guns, PAUSE the game and HOLD 

L1+R1+SELECT. With these buttons held down, press SQUARE, CIRCLE, X, 
SQUARE, CIRCLE, X, TRIANGLE. 

INFINITE ENERGY: For unlimited energy, PAUSE the game and HOLD L1+R1+SELECT. While 
holding these buttons, press TRIANGLE, X, SQUARE, CIRCLE,TRIANGLE, X, 
SQUARE, CIRCLE. 

INFINITE WEAPONS: For unlimited firepower (OH-YEAH!), PAUSE the game and HOLD 

L1+R1+SELECT. While holding these buttons, press X, SQUARE, SQUARE 
CIRCLE, CIRCLE, TRIANGLE. 

INFINITE TIME: Slow down and enjoy the scenery with this code! For unlimited time, PAUSE the 
game and HOLD L1+R1+SELECT. And again, while holding the buttons, press 
TRIANGLE, SQUARE, CIRCLE, X, TRIANGLE, SQUARE, CIRCLE, X. 


f - 

Team menu 


BRCH £s J 


J. SEAN MCKAY 
jsnu;ay@eiitera(;t.com 


INVENTORY 
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ATURN 


mmm 


BKBjk brings you brand new Mega features 

and classic Mega moves. The whole 
cast has returned with devious new 

Kj enemies, smooth animation, 

|§ f and endless customizing upgrades. 
Plus, the best Japanese anime 
battle intros available on any platform today! in honor 
of the Legend's 10th anniversary, we've also included a gift with 
\ every package. It's a full color collector's anthology 

booklet of Mega Man artwork previously unreieased in the U.S. 

|\ Welcome back. Mega Man! 


ALL RIGHTS RESERVED. MEGA MAN 8 is a trade- 
kPCOM CO., LTD. PlayStation and the PlayStation 
1 Saturn are trademarks of Sega Enterprises, Ltd. 


© CAPCOM CO., LTD. 1996, 1997 © CAPCOM U.S.A., INC. 1996, 191 
mark of CAPCOM CO., LTD. CAPCOM is a registered trademark of i 
logos are trademarks of Sony Computer Entertainment Inc. Sega at 
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PHNDEMONIUM sony Playstation cool passwords 


This code hails to us from Jonathan D. Rachels. 
Good Job! We’re pretty sure everyone out there 
will have fun playing with these hilarious codes! 
The Sega Nomad is on its way! 

Input these codes in the PASSWORD SCREEN: 

TWISTEYE: - Hold LI and L2 and move the D-pad 
left or right to rotate the screen. Press DOWN to 
center it again. 

THETHING: - Hold L2 and press the CIRCLE button 
to change shapes. X swaps back to normal shape. 
HARDBODY: - ‘Invincibility’ 

BODYSWAP: - Press TRIANGLE to change players 
during mid-game. 

OTTOFIRE: - Permanent Weapon 
VITAMINS: - 31 Lives! 

CORONARY: - Loads of extra hearts. 

BORNFREE: - Go to any level. 

TOMMYBOY: - The pinball game. Finish a level 
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WISHING ENGINE 




WE SOW RETURN YOU TO OUR REGULARLY SCHEDULED PROGRAM. 
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be presented with a shot of your 
character, and then one of your 
whole team, along with one of nine 
codes. Also, a new difficulty level 
appears (“Master,” which I’ve also beaten numerous times), 
and a small “Codes Enabled” balloon appears at the title 
screen (see first shot, first row). Yup, that’s right: You can 
only use these codes after you’ve beaten the game without 
them. There are two codes per team, and when these have 
been obtained, you’ll get the ninth, accompanied by a nifty 
shot of the Singletrac team (see last shot, second row). 
Can’t manage it? (sigh...) Well, we can’t all be me... 
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OPflONs 


BIKES 


CODE TO ENABLE: 


ENTER AT “CODES ENABLED ” SCREEN: 


AGILITY 


ROCKETRACER 


DOUBLE STUNT POINTS 
ZERO RESISTANCE 


Here’s a couple o’ tips that will help to defeat Jet Moto on 
Professional the first time around. While Blackwater Falls 
presents little trouble at the easier settings, I found myself 
having great difficulty with it at the Pro level. That is, until I 
found this sweet little shortcut through the plantation house’s 
main hallway. The actual distance saved ain’t 
much, but the time saved is just enough to * 
completely out-distance the competition. -J • 

Also, the skilled among you can turbo across 

the last two switchbacks on the Cliffdiver B 

course, a definite time-saver in another of the *aTji i 


SHOW-OFF CAMERAS 
AIRBRAKES ~~ 


2-PLAYERAI 


tougher tracks, but not easy to pull off. 
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Control 
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GLITCH 
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SHADOWS OF THE EMPIRE 
NINTENDO 64 
NINTENDO 
ACTION/ADVENTURE 






CRUIS’N USA 
NINTENDO 64 
NINTENDO 
RACING 




Kl GOLD 
NINTENDO 64 
NINTENDO 
FIGHTING 



MARIO KART 64 
NINTENDO 64 
NINTENDO 
RACING 



The Nintendo 64 never ceases to amaze [”T 
me. While Shadows is not my idea of the 1 
perfect game there are those moments A 
when it just just amazes me. In 3rd-person \ K 
(my perspective of choice) the controls are \\ 
a little messy but that aside I find Shadows V , 

a vast and highly enjoyable game. Truth ) „ 

is, I’d be beside myself wailing praises like “-“- 

a mad man if I didn’t know what’s coming soon. It’s hard to 
believe you’re playing a 1st generation game while you’re 
riding on top of a train through a huge canyon, enjoying cav¬ 
ernous adventures and flying perfection. All of the engines 
are good, some are great, the music’s ace, (but repetitive) 
and the game’s long, with big pay-off for the manly gamer 
that truly destroys it. There you have it. 
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After never having played thepC 
coin-op I entered this review with 1 
no preconceived notions. What I A " * 
found was Outrun gameplay y 

made more annoying than a bug \ 

in your nose by the analog wanri l v ~ 
clean graphics with heavy pop-goes-the-build- 
ings, supermarket melodies and basically lit¬ 
tle else. As for the 2 player mode, well, let’s 
not even go there. Games like this better 
come out while things are dry because a year 
from now such spittle will be unacceptable. 
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Now here’s man-style gaming!! - !" 
Everything an arcade port should \ 
be can be found right here in Kl \ 

Gold. This monstrous fighter \\ 

screams with intensity. Sure some \ 

frames are gone but it still Innks l . 
hot, especially with the new real time back¬ 
grounds. I’ve been playing non-stop since Kl 
came out and I’m still miles away from truly 
learning all there is to know. KilleFs got the 
depth, the tunes, and the graphic force to keep 
me going until I’ve mastered it. Excellent! 
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How I love my Nintendo 64. The secondf - ! 
you turn on the power and hear the game % 
begin you know you’re entering the 4 *2^ 
Miyamoto Zone. This is a place where \ V 
happiness prevails, and you think of little \i 
else but the display before you. Skill is a K 
must in M-Kart 64 but much is left to 
chance. Picking up and using items cor-— * ' ^ — 
rectly is essential (along with a little luck) and some drivers 
seem luckier than others (Wario’s the man!). Overall, the 
balance is questionable but I kind of like it. Graphically, 
I’m having a hard time realizing I’m playing a game that 
looks this good; I mean. M-Kart64 is just beautiful. The 
music’s trademark Miya-joy as well. Win it all, race back¬ 
wards and then go back for more! That's what I say. 


Hey, it’s MegaMan, I’ll take it any-[T 
way I can get it. With this version I 
however I’m just a little disappointed \ ^ 
(really, just a little). I’m happy it’s \ : 

hand-drawn 2D, but I was hoping for V\ 

more effects and a lot more parallax. \ 

Hermie Hopperhead had six layers ! » 
where MM8 has 2 in most places. The animation, 
music, gameplay and difficulty however, are all 
Capcom quality and anyone who loves MegaMan 
will surely enjoy this game to no end. The anima¬ 
tion sequences are amazingly done, by the way. 
The PS needed this game badly. It fills a void that 
needs filling. 2D must never die. 
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Star Wars meets N64? It sounds like T 


a match made in heaven! And toW^T*^^ 
some extent, it is. SOTE looks, 
sounds and plays great. The different 25 
game styles go well together, andrkjferaa 
there’s a lot of great set pieces that \ 

really immerse you in the Star Wars 1 -- 

universe. Unfortunately, the swoop bike stage is 
weak, and there are some really irritating control 
problems on the corridor sections. Despite this, I 
really got into SOTE, and there’s nothing else like it 
on the N64. A must-buy for Star Wars fans, and 
highly recommended to everyone else. 
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An amazing conversion, but thenL , 

I never liked the coin-op in the , ^ ^ 
first place. The graphics are 
jerky, the control is simple, the 
stages are repetitive and the twokfe^^MP 
player mode looks awful. I’d^—-—SMJ 
love to know what the Super Mario Club 
make of this!? If you dug Cruis’n in the 
arcades (as I know a lot of people did) then 
this is for you. Otherwise I’d advise you to 
steer clear. The worst N64 title yet. 
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You know what I said for Cruis’nF 
USA ? Well, disco. Same thing 


here. If you like Kl, you’re going to 


icyumyiui 

love this. If you’ve never played Kl, \ 
then you may not. Still, it’s a 
remarkable conversion, and while 
don’t think it’s better than SFA2, I do think it’s a 
good game. The huge combos aren’t for every¬ 
one, but there’s a lot of technique to master, and 
it’s definitely a step up from MK Trilogy. The 
curse of the N64 pads strikes again. 
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If I were to score Super Mario Kart \, 
today, I’d give it a 100. So why am 
I giving the sequel less? Because 
even though it adds a lot of cool 
ideas, I feel it’s lost the perfect bal- ’ ' 
ance that made SMK so great. The "Jr 
tracks are too easy, the CPU Al is 1 - ; vg ^ L - 
cheap, the frame rate is poor for multi-player 
games, and worst of all, the weapon system is 
completely broken. Being second is actually an 
advantage! The new power-sliding system is 
cool, and the game looks amazing, but it’s just not 
as good as it could have been. 
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I’ll tell you what annoys me... peo¬ 
ple who say “Wow, this game 
sucks... it’s so 16-bit!” whenever a 
2-D, hand-drawn game comes in. 
First of all, careful examination 


nrsi oi an, careiui examination 
will reveal that no 16-bit system Ay- I 
ever had the storage power for this u ~ ~ — 1 — 

kind of animation, not to mention the half-hour of 
FMV. But all that’s irrelevant; you play MM8 for 
the rock-solid, innovative gameplay. If you can 
hang with graphics that aren’t polygonal, please 
give MM8 a try. You’ll find an excellent game 
behind the hand-drawn veneer. 
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LucasArts has done a fine job translating 
the Star Wars universe onto the 64-bit^F WM 
screen, and the result is a vast game^A 0 - 
with various gameplay elements and^L 
some spectacular graphical effects. ^ 

However, there are some problems (suchu 4|v * i 

as moon-walking AT-ATs, a rather f 
uneventful swoop bike stage, problems 
with control on the Doom-type levels and music which 
loops to the point of insanity), but these can be forgiven 
as LucasArts has striven to provide you with an in-depth 
excursion into the realm of the Jedi. Not perfect by any 
means (expert gamers should have this licked in a 
week), but still darn fine fun! Maybe the force will be 
with Nintendo next time... 
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I think Cruis’n USA is very impres-| 
sive, simply because, in most 
areas, it’s even better than the 
arcade. I know the music hurts, 
but where Cruis’n USA really 
shines is the gameplay. I just wisji 

the pop-up wasn’t so bad. The 1 —- 

control is precise, and the 2 player mode is great 
fun, but when compared to other N64 games 
(i.e. WaveRace, Mario Kart, and PilotWings), 
the graphics are inexcusably poor. It’s just not 
what I was expecting from a home translation 
Good, but not N64 good. 
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EndooooKuuuuuuken! Fans of Kl 
rejoice - Kl Gold for N64 is here! 

I’ve spent years searching for a 
fighting game where the aggres- 
sor is justly rewarded; rather than 
SFA2 ’s “I can win by slapping * kS 
three buttons for instant combo 
mode!” With hours of butt-stompin’ game¬ 
play, tons o’ secrets, pumpin’ music and NO 
LOADING, what more could you ask for? Well, 
maybe a better controller. I love the N64 
pads, but for Kl it’s like trying to play Tetris on 
turbo speed with your toes. 
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A very disappointing release and the first 
shock for me; is Miyamoto losing his mag -y ^jgj| 
ical touch? There’s slowdown and a dis-BL . ° 
turbing lack of textures in multi-player^^ 
mode, only 16 tracks and... (horror of hor-HI >_ ^ 
rors) pop-up!! Sure this plays a hugelyffk^fc ' wT 
addictive two (or more) player game, but in I mJ 

one player? No coins and over-speedy 
players; turning the game into a slinging match of who has 
the best weapons at first... until you discover the skid 
speed-up (which makes the game even easier!). There’s no 
real evidence of 64-bit power here; this is essentially a 
souped-up version of Motor Toon GP 2, but with less 
secrets. Marvelous in multi-player (if you can see what’s 
going on), but a shockingly short battle of items in one play- 
er. I’m starting to see 64-bit limitations here... 
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Can you believe we’re up to 8? 

This series will never die! 

Everything I love about MegaMan, 
new and old, is back in this hot 32- ri 
bit sequel. Tough levels? Check. / 4 r 
Cool powers? Check. And Rush, \ 

still the best sidekick ever. v — 

There’s shooter sequences, man-style platform¬ 
ing, and powerful boss scenarios. Yeah, it 
needs more parallax and special effects, but 
brilliant animation and hot colors compensate a 
thousandfold. Most importantly, Capcom once 
again confirms the viability of 2D. 
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Nothing, absolutely nothing, can match * 

the thrill and adrenaline rush ot an “R- 
Racer” series game. Couple the trade- 
mark Ridge Racer feeling with the most ,m . 

finely-tuned PlayStation 3-D engine yet , \f * 
seen and you get the best home racing / . 

game ever. Namco has gone so far above 1 - —eJ 

and beyond the call of duty with the options - tons of fully 
upgradeable and customizable cars, the ability to draw 
your own logo, etc. - that Rage nearly defies belief! If you 
like racing games at all, please don’t miss this neaisper- 
fect example of the genre. If not for the guitarified tunes 
which can’t hope to match Shinji Hosoe and Ayako Saso’s 
Ridge Racer efforts, I might give this one a perf ect 100... 
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Gentlemen... forget your pop-up and start your 
playing! You are about to experience the fastest 
racing game ever seen. When you sit in a car^^ 
that can travel at speeds ot 374 kph {IVipeout^^ ' r 
XL ’s Chinese prototype craft only managed 340||^F w 
kph) and the track textures move so fast under 4% 4 

you they appear to go backwards , you knowg tW 
you’re at racing perfection. I simply haven’t had 
this much fun with a racing title ever, and with good reason; the 
track has almost no pop-up, there’s a load more features, the con¬ 
trol is absolute perfection, the game is more difficult and you can 
buy and then upgrade your own car, changing everything you want 
in the process. Stop any thoughts about moaning about the lack of 
courses (that isn’t the point); becoming a master of the four course 
variants is. The most fun-filled racer you’re ever likely to play. 
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Gremlin has tried something a little dif¬ 
ferent here. Incorporating all the bloody 
violence, massive explosions and the^r*^, 
most hideous collection of freakish 
weirdos (unless you’re counting * 

Shidoshi) ever seen into a top-down car- j| 
nage platformer is all good and well, but"" — 
Gremlin has gone one step further; adding the 3D ele¬ 
ment, even better light-sourcing and more puzzles. This 
is still a no-brains gore-fest, but for mindless violence, 
you can’t really have more fun than this. One final note 
to Gremlin; yep, we know who Fisto is; we’ve seen his 
paint jobs from Hunter’s Bar to Pitsmoor! 
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Quirky. I don’t know what to think of ^ 

Psychic Force. Sure, it looks real ' 

good, and has the best animated . 

intro ever (it’s to hand-drawn intros i. 

what Soul Edge's is to CG ones), but * W f 

as a fighting game it has very little - ~ v _ | l 
strategy. Yes!! Throw massive 
blasts of psychic energy at each other from really, 
really far away!! Over and over!! If you aren’t look¬ 
ing for a perfectly balanced fighting game to play 
with friends, it’s pretty fun, and the ultra-anime 
atmosphere is very cool. The bottom line: An 
excellent and pretty 1-player game. 


Ah... another title that’s destined to be 

underrated by all. And why? I’m thinkin’ 

it’s the frame rate, which ain’t too 

smooth. Or the play mechanics, which 

are a little unconventional. The graphics . ^ r 

I can handle, ’cause these are big 3D ^ 

environments that gobble up lots of 1 -“ 

frames. And surprisingly, the unconventional play 
mechanics are what kept me involved. There’s so much 
exploration, blasting, and platforming, that I became 
hopelessly immersed in my mission. I urge you to give 
Divide a chance, if only to see that obscure titles can sup¬ 
ply quality gameplay, just like the big shots. 
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Bad news! Such hot game design, r ^ 
to say nothing of the theme, and ■? 

all wasted in this shoddy conver- ! r 
sion. No, it goes beyond shoddy; ] * 

Dark Forces is deep into the /*I 

Wolfenstein 3D realm. Actually, I 
take that back. Wolfenstein had a MUCH better 
frame rate. Er... uh... must think of something 
good to say... hot tunes! Yeah. Let’s hope 
LucasArts decides to port Dark Forces II over 
and spends more than a week on it. 
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When I heard Dark Forces was coming ^ 
to the PlayStation, I was ecstatic. I’ve , * 1 

been an avid fan of the whole Star \ J \ 
Wars franchise since seeing the first #2^ ■ | 

one 18 times in the theaters in 77, and P r 'j( 

I couldn’t wait to play this. The threeLlLJB-1 

SNES games were great, good and not-so-good, in 
that order, and this appears to continue the trend, 
with very choppy graphics and a pixel-fest through¬ 
out. The music is great, the levels awesome, and the 
gameplay is decent (the frame rate picks up indoors), 
but if Star Wars ain’t your thing, neither is this. 
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While I tend to keep my distance from 
these “cyber” sports titles, I actually 
enjoyed LOP. The play-mechanics, 
i.e., the strategy involved in charging 
the ball, is a unique and refreshing 
concept. Ultimately, though, despite 
a fantastic 30fps 3D engine, LOP is 
not too exciting. Other games in this genre have 
brutal, satisfying combat, and dramatic super¬ 
moves. LOP is fun, but after some time you might 
tire of the repeated patterns and un-inspired game¬ 
play and presentation. The mega-replayable four 
player mode, however, saves the day. 
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Reloaded is a sequel in the truest 
sense of the word. A quick play 
reveals that, yes, you’re mindlessly 
blasting mutant freaks into a bloody . 
submission with big guns (nothin’ ' 
wrong with that). Play deeper, how- ^ 
ever, and you’ll see what makes this 
a sequel. Cool puzzles, multi-level stages (which 
actually require thought), and many environmen¬ 
tally specific hazards are are now a factor. 
Combined with boss encounters, wild level design, 
and much, much improved graphics and sound, 
Reloaded is a very worthy purchase. _ 


Tired of those other 3D fighters? 

Psychic Force is an awesome alterna¬ 
tive. The concept of flying around an 
aerial arena, madly firing psychic ener¬ 
gy into each other, is hot. Every time I { .• j 

play, I’m actually developing new strate- ^ 

gies, now that I’ve got this big playfield.- 15 

Throw in various attack styles and strengths, the unique 
powers of each fighter, and the use of combos and 
defensive moves, and PF scores high marks for its rev¬ 
olutionary play mechanics. Course, the pretty polygo¬ 
nal graphics don’t hurt, and a superlative Zuntata 
soundtrack seals it. Yep, this one’s a winner._ 
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After trying The Divide for the first 
time, I just wasn’t too impressed. 

Low frame rate, confusing play- 
mechanics - nothing seemed 
right. After extensive playing, 

however, I came to appreciate the_ 

massive 3D environments, the action/adven¬ 
ture/platforming mix, and the excellent level 
design. Additionally, the control is solid, and 
the rotating gun concept is cool. Better graph¬ 
ics would’ve been nice, there’s no doubt, but 
I’m enjoying The Divide nonetheless. _ 


Yes, it’s true. Namco’s made a 
racer good enough for me to 
embrace their patented hood 
cam. Rage Racer is simply the 
king of the current driving crop 

with visuals you simply won’tc- 

believe (that waterfall!), the best control in the 
series yet, and as usual, a soundtrack you’ll 
never tire of. I think George Michael even 
chimes in on one track. Like you care. The 
new cars by the way, midget-sized Mimi’s and 
the like, are beyond welcome. _ 


One of the few editors at GF who 
embraced the original for its 
sheer amount of carnage-filled 
shooting, I feel somewhat vindi¬ 
cated by this more than worthy 
sequel. Interplay has left theL 
shooting elements fully intact while adding 
diverse missions, length, and more of gam¬ 
ing’s most notorious maniacs. For those who 
passed on the mindless romp that was Loaded, 
now’s the time to seize this awesome sequel 
and see what all the fuss is about. 
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RAGE RACER 
PLAYSTATION 
NAMCO 
RACING 
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The Divide is an interesting game. 

What it lacks in graphics, it makes 
up for in gameplay. Those familiar 
with the Metroid style of search- 
and-destroy-then-search-again 

gameplay will be right at home with! - 

this complex adventure. The controls do take 
some time to adapt to and the music’s nothing to 
write home about, but overall this is definitely a 
worthwhile adventure game. The Divide's biggest 
problem is the competition which is oh-so-strong 
on the strong. Sleeper hit? I hope so. _ 

wms 




THE DIVIDE 
PLAYSTATION 
VIACOM 
ACTION 



DARK FORCES 
PLAYSTATION 
LUCASARTS 
ACTION/ADVENTURE 


First there was Pitball. I loved it. 

Now comes League of Pain, the 
next battle-sport title for the PS. 

LOP has a kick-ass 3D engine, *: 
pushin’ eight polygonal players l -J — 
and a deep, hyper-textured stadi- \ 
um at 30fps. The play mechanics 
don’t quite pack the thrill-kill of Pitball, but 
they’re more strategy-intensive and therefore 
more cerebral, which is always good. While it 
might require the multi-player mode to keep this 
title alive in your library, LOP is solid enough, 
overall, to warrant your interest. _ 
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LEAGUE OF PAIN 
PLAYSTATION 
PSYGNOSIS 
SPORTS 
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COMMAND & CONQUER 
PLAYSTATION 

VIRGIN 
STRATEGY 
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SOUL BLADE 
PLAYSTATION 
NAMCO 
FIGHTING 


\ 


0002000100 



DIE HARD TRILOGY 
SATURN 
FOX 

MULTI-GENRE 
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My favorite action/strategy title 
of all time finally makes it to the 
PS, and its a superb conversion! 

The real-time resource manage¬ 
ment and panic-inducing battles 
are as enjoyable as ever, only 
this time I’m using a pad instead 1 
of a mouse. The PS version has extra mis¬ 
sions and cleaner FMV than the Saturn ver¬ 
sion, but no extra speed settings. C&C is a 
strategy game for people who don’t normally 
like strategy games. One question though: 
where’s the link-up mode?! 
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After Star Gladiator and Tekken 2 I 
thought I’d seen it all. Could 
graphics get any better? Can CG be 
any grander? The minute I laid 
eyes on Soul Edge both questions 
were answered. Yes & yes. Now 
add to that splendor deep game- 
play, lighting effects from the gods, over 80 
weapons, hidden characters and awesome 
music, and what do you have?... Yet another leg¬ 
endary PS fighter. Is there no end to this 
machine’s capabilities? Namco should be proud. 
Soul Blade is a winner. A big winner! 


m 


Next to Shadows for N64, this is 
the only game that succeeds in 
putting three different game 
engines together, and making 
them all fun to play. The graphics 
are not quite as sharp as the PS 
version, but the gameplay and 
music are close enough. The only real criti¬ 
cism I have (and this goes for both versions) is 
that when you beat any of the DH games, you 
have to go back to the title screen and start a 
new game again - it doesn’t just start you off 
on the next ga me (m ovie) automatically. 



Hardcore’s just not the same on' 
the Saturn. If I’ve said it once 
I’ve said it a million times: 3D 
polygon based games that come 
from the PlayStation to the 

Saturn will always spell disap- 1_ 

pointment. The lack of transparencies in 
this version cause blinding conditions at 
times and the absence of lighting FX take 
much from the PS game’s graphic appeal. 
Hardcore's still a good racer, but once again 
it belongs on the PlayStation. 






I’m scoring CN so high for three rea-l 
sons. First, because I feel it’s an 
excellent product. The new look is 
magical, the gameplay is as fluidlL 
and intuitive as ever, and even afterp 'V J ?. 
you’re bored with the game, the 
extra features act as an indispens-l 
able companion to regular NiGHTS. Secondly, 
because of what it represents: an unprecedented 
display of generosity from Sega to all Saturn own¬ 
ers. Talk about value for money - it’s free! And 
thirdly, because CN makes me smile more than any 
game I’ve ever played. I love this game and you 
must get it - it’s that simple. 



m 
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Who’d’ve thought that strategy 
could be such a blast? Detailed 
graphics, groovin’ tunes and 
intense gameplay make C&C a 
thinking man’s shoot-’em-up. It 
doesn’t matter what version you 
choose, get ready for hours of tactical geno¬ 
cide and wanton destruction. Humor, vio¬ 
lence, deep, deep gameplay and some of the 
most impressive FMV this side of Namco - 
C&C kicks ass and takes names! 
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After what must rank as the most 
[spectacular CG intro of all time, 

Namco treats us to yet another jaw- 
dropping arcade conversion that 
doesn’t just go one further than the 
coin-op, it blows it out of the water! 

Instinctive, gratifying gameplay; 
awesome period music; stunning backgrounds; new 
weapons; new characters; the incredible Edge 
Master Mode and some of the most spectacular 
graphics yet seen on any home system (and that 
includes 64-bit)! If you like 3D fighters, you’re 
going to be in heaven with this! Namco rules! 
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This makes me very sad. The 
Saturn CAN handle a game like 
this. Unfortunately, the program¬ 
mers couldn’t handle the Saturn. 

The game itself is still really 
cool, content-wise, but a poor 
frame rate transforms some lev¬ 
els into a hellish experience (especially in Die 
Harder). You know, the music’s great, so too 
are the sound effects, and this version loads 
quickly, but the game just moans along at truly 
pitiful speeds sometimes. Personally, I’ll stick 
with the PS version. 


m 
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Another tragic PS to Saturn con¬ 
version. Why?! Simply stated, a 
good team of Saturn coders could 
have developed this game two 
years ago. There’s a ton of 
trucks and tracks, extremely real¬ 
istic play mechanics, and the 
computer Al is pretty good, but do you really 
fleer/to play this version? The frame rate is 
appalling, the clipping makes you feel like 
you’re driving blind, and the voice-over 
sounds muffled. If the Saturn’s having trou¬ 
ble, it’s because of games like this. 
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Isn’t this game amazing? 

Knightmare and I are like two lit¬ 
tle kids on Christmas morning. 

Look, this game costs you little 
or nothing, it includes three lev-|{ 
els, enhanced graphics, and 
countless hidden treasures. You 
can even arrange your own NiGHTS tunes! 
Throw in Sonic, Reala, a ton of top-notch 
high-res artwork, incredible playability, and 
you have yourself a very merry Christmas. 
Thanks Yuji, and thank you Sega, it’s good to 
see that you’re on our side. 


What a month for games! Now strategy 
fans have another reason to rejoice; a 
perfect conversion of a horribly addic¬ 
tive PC classic; with stomping tunes, 
loads of tiny and really cool animated 
army chaps destroying loads ot other 
tiny and really cool animated chaps. 

The result? A fiendishly addictive strategy game with 
humor and the building of huge sprawling bases deep 
into enemy territory in order to launch a last desperate 
attack. Excellent control of your troops coupled with a 
vast array of military hardware to play with makes this 
a sure-fire winner. Whole-heartedly recommended! 
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Namco has really outdone themselves this] 
time; not only do you get a better version of] 
the arcade monster (more detail In the levels, 
more modes and options aplenty), but there’s 
the infamous Edge Master Mode which takes 
you to the very limits, allowing you to 
become an expert of every character, thus 
granting you a choice of over 80(1) weapons 
in two-player mode! Add to this a great and well-rounded 
game of sword-swiping, gob-smacking 3D backdrops and an 
intro which is worth buying the game for alone, and you’re not 
even approaching the excitement and joy of this fine Namco 
classic. The time spent by the best developers in the world has 
clearly paid off; no gamer should be without this; the most 
spectacular fighting game ever to grace a console. 
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Die Hard Trilogy is exactly____ 
how you’d expect a Saturn 
conversion of a PS game to 
be... less. It still plays the 
same (pretty cool) but the tex-| fySw 
tures are messier, the trans¬ 
parencies are ugly meshes, there’s no 
lens flares and the frame rate is 
appallingly low in places (especially on 
Die Hard 2). If you really want a Die Hard 
game, my advice to you is get a PS or wait 
for Die Hard Arcade. 
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Hardcore 4X4 is exactly how 
you’d expect a Saturn conver¬ 
sion of a PS game to be... less. 

Whoa! Deja Vu! That’s right, 

Saturn fans, once again a per¬ 
fectly good PS game hag . , 

become a perfectly crud Saturn door stop. 
The controls are broken, the visuals are 
jerky, and the whole thing smells like 
Jacques’ strap. I know it’s tough to convert 
a PS game to Saturn, but if the results are 
this bad, why bother? 
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You’re sitting there, playing X-Mas 
NiGHTS, and you have to keep remind¬ 
ing yourself that you’re playing a FREE 
demo, because there is just so much 
included in this disc. Beyond the sea¬ 
sonally-changing and gameplay 
tweaked trial level, you get things like 
the ability to play Sonic, a time and link attack, music 
creation system, and so much more. Strangely enough, 
I actually liked the Christmas theme better than stan¬ 
dard NiGHTS. Be it a marketing ploy, or a genuine gift 
from Sega, this is one of the coolest things to come 
along , both in the game itself and symbolically. 




Though I find some of the col¬ 
lision questionable, Darn 
Savior is without a doubt a 
must-have game for every 
Saturn user. Climax’s 3D, 
engine is phenomenal and with 5 parallels 
the game lasts forever. The CG that awaits 
should you complete all five is splendid. 
DS isn’t the game Landstalker was, but it 
comes close enough for me to love it. 



Saturn action/RPGs (make that RPGs " 
period) are a bit thin on the ground 
right now, so it's nice to see Sega giv¬ 
ing DarkSavioran official release. The , r 
isometric graphics system (mixing ■ 
polygons and sprites) works well, par¬ 
ticularly with the analog pad, and I like 
the way Climax has structured the game to include 
equal parts action and adventure. Even though the 
combat system is kind of lame, having parallel story 
lines is an ingenious idea, and adds a lot of replay 
value to an already impressive game. A worthy suc¬ 
cessor to Landstalker. 
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Such a cool game. The 3D engine is 
hot. The play-mechanics are great. 

Completing all five parallels is no 
small task, but getting there - see¬ 
ing all the wonderfully texture- 
mapped polygonal sights, exploring 
the land - is a bliss-laden trip 
indeed. I’ll acknowledge that the fighting system 
is kinda low budget, but when coupled with the 
wealth of gameplay at your disposal, you’ll for¬ 
give, forget, and quest onward with a smile. 
Climax rewards the faithful with yet another exam- 
pleof awesome action-role playing. 
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©im Konami of Amenca Inc. Project Overk.ll is a trademark of Konami Co. Ltd. PlayStation™ and the PlayStation™ logos are trademarks of Sony Computer Entertainment. Inc. 



One of the longest, toughest, most violent spoolers even 

GameFan s' " ^ 




MATURE 


PlayStation 


\vwAv.koricfrni.coT)i 


"Overfill is not only finely tuned and balanced, 
"but a godsend for tliose fond of 40+ levels of 
blasting carnage." 

GameFan 


A must for lovers of challenging, violent gatnes, 

EGM 


"Hot rendered graphics, crazy transparencies, 
burnin' Ttiusic. Another fine Konami effort." 

GameFan 


"Overhill offers hours of blood-drenched fun, 
and there's plenty of replayability...hu7idreds 
of hidden areas." 

PS Extretne 
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SiDEARIHS FOR_fHE DiGifAL REALM 


MACH I 

♦ 2-Axis Analog Control - A Steering Wheel & 

A Full Featured Analog Flight Controller 

♦ 360° Top Hat with Precise Digital Control, Turbo 
Fire Feature, & Adjustable Button Configurations 


The bottom line: When ASCII puts together 
an arcade joystick, it stays together.” — £GM ■ 


The Best of the Best Joystick Award 
— Videogame Advisor Magazine 


PlayStation 


Web Site: http://www.asciient.com 




It has always been the goal of ASCII Entertainment 
to create products with the highest quality.” 

— Hide trie, President of ASCII Entertainment 


Enhanced AsciiPad 
♦ Fully loaded with features! 


ASCII WAR E 


For Customer Service, Contact: v 

ASCII Entertainment Software, Inc., P.0. Box 6639, San Mateo, CA 94403, (415) 780-0166. 

Internet: Sales@Asciient.com 

cl 996 ASCII Entertainment Software, Inc, ASCII Entertainment, ASCIIWARE, Mach 1, and the King’s Field logos are registered 
trademarks of ASCII Entertainment. Inc. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
These products and software titles are compatible with the PlayStation Game Consoles with the NTSC U/C designation. 


r His weapons are no ^ 
match for my ASCII Arsenal! 
L He shall DIE! J 
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We play games everyday, all year, and then, 
finally, it comes down to this. Eleven video 
game addicts petitioning for their top games 
like a pack of crazed lobbyists. Here’s how it 
all shaped up for 1996 ... 


C. HAMBLETON ENQUIRER REUBUS SHIDOSHI GLITCH 

1st: Legacy of Kain Runner Up: Darius Gaiden Nick Rox 

er Up: Beyond Oasis SHOOTING GAME OF THE YEAR: 

1 st: Legacy of Kain PANZER DRAGOON ZWEI (SATURN) C. Hambl 

mer Up: Dark Savior Runner Up: VIRTUA COP 2 Ri 

1st: Beyond Oasis Enquirer 

iner Up: Dark Savior FIGHTING Ri 

1st: Dark Savior E. Storm 1st: Fighting Vipers Reubus 

sr Up: Beyond Oasis Runner Up: Kl Gold Ri 

1st: Beyond Oasis Takuhi 1st: Fighting Vipers Shidoshi 

mer Up: Dark Savior Runner Up: KOF '96 (Saturn) R 

1 st: Legacy of Kain Orion 1 st: Tobal No. 1 Glitch 

;r Up: Beyond Oasis Runner Up: SF Alpha 2 (Saturn) Runn 
HE OF THE YEAR: Nick Rox 1st: SF Alpha 2 Knightma 

Runner Up: Tobal No. 1 R 

CY OF KAIN C. Hambleton 1st: Tekken2 Waka 

Runner Up: SF Alpha 2 (Saturn) Ri 

Enquirer 1st: SF Alpha 2 (Saturn) RACING/ 
1st: PowerSlave Runner Up: Kl Gold YEAR: Wl 

Runner Up: Tenka Reubus 1st: SF Alpha 2 (PS) Runner U 

1st -.PowerSlave Runner Up: Tekken 2 OUT SAW 

ner Up: Final Doom Shidoshi 1st: Samurai Shodown 4 

1st: Final Doom Runner Up: KOF '96 PUZZLE 

ner Up -.PowerSlave Glitch 1st: SF Alpha 2 E. Storm 

1st: PowerSlave Runner Up: Tekken 2 Run 

1st .Final Doom Knightmare 1st: Fighting Vipers Takuhi 

ner Up: PowerSlave Runner Up: Virtual On Run 

1st: PowerSlave Waka 1st: Tekken 2 Nick Rox 

ner Up: Final Doom Runner Up: Fighting Vipers 

1st: Final Doom FIGHTING GAME OF THE YEAR: C. Hamblt 

»er Up: PowerSlave STREET FIGHTER ALPHA 2 (SATURN) 

1st :Disruptor Runner Up: FIGHTING VIPERS Enquirer 

ter Up: PowerSlave 

1st: PowerSlave RACING/SIMULATION Reubus 

ner Up: Final Doom E. Storm 1st: WaveRace 64 

1st: PowerSlave Runner Up: Jet Moto Shidoshi 

Runner Up: Tenka Orion 1st: Ridge Racer Rev. 

1st: PowerSlave Nick Rox 1st: Ridge Racer Rev. Glitch 

ner Up: Final Doom Runner Up: Formula 1 Run 

OF THE YEAR: C. Hambleton 1st: Ridge Racer Rev. Knightmai 

I TURN) Runner Up: WaveRace 64 

DOOM Enquirer 1st: WaveRace 64 Waka 

Runner Up: Ridge Racer Rev. I 

Reubus 1st: Jet Moto PUZZLED/ 

1 st: Panzer Zwei Runner Up: Ridge Racer Rev. TETRIS AT 

Up: Darius Gaiden Shidoshi 1st: Formula 1 Runner Up 

1 st: Panzer Zwei Runner Up: Ridge Racer Rev. 

er Up: Virtua Cop 2 Glitch 1st: WaveRace 64 ROLE-PLA 1 

1st: Panzer Zwei Runner Up: Daytona CCE E. Storm 

er Up: Virtua Cop 2 Knightmare 1st: Daytona CCE 
1st: Panzer Zwei Runner Up: WaveRace 64 Takuhi 

erUp -.Virtua Cop 2 Waka 1st: Ridge Racer Rev. 

1st: Virtua Cop 2 Runner Up: WaveRace 64 Nick Rox 

er Up: Panzer Zwei RACING GAME OF THE YEAR: RIDGE 

1st: Panzer Zwei RACER REVOLUTION/WAVERACE C. Hamble 

Up: Darius Gaiden (TIE) Runner Up: 3 WAY TIE! JET 
1st: Robotron X MOTO, DAYTONA CCE & FI Enquirer 


ACTION/ROLE PLAYING 

E. Storm 1st: Beyond Oasis 

Runner Up: Dark Savior 
Takuhi 1st: Beyond Oasis 

Runner Up: Legacy of Kain 
Orion 1 st: Legacy of Kain 

Runner Up: Beyond Oasis 
Nick Rox 1st: Beyond Oasis 

Chief Hambleton 1st: Kings Field 2 
Runner Up: Legacy of Kain 





Runner Up: Mario RPG 
Waka 1st: Suikoden 

Runner Up: Mario RPG 

RPG GAME OF THE YEAR: 

SUIKODEN (PLAYSTATION) 

Runner Up: SUPER MARIO RPG 


PORTABLE 
E. Storm 


1st: Wario VB 
Runner Up: Red Alarm VB 
1st: Tetris Attack GB 
Runner Up: Toshinden GB 
1st: Wario VB 
Runner Up: Red Alarm VB 
1st: Donkey Kong Land 2 GB 
Runner Up: Wario VB 
1st: Tetris Attack GB 
Runner Up: Tails Adventure GG 
1st: Wario VB 
Runner Up: Red Alarm VB 
1st: Tetris Attack GB 
Runner Up: Wario VB 
1st: Wario VB 
Runner Up: Red Alarm VB 
PORTABLE GAME OF THE YEAR: WARIO (VIRTUAL 
BOY) Runner Up: RED ALARM (VIRTUAL BOY) 

P.S. WEIL MISS YOU! 


STRATEGY 

E. Storm 


C. Hambleton 

Enquirer 

Reubus 

Shidoshi 

Glitch 

Knightmare 

Waka 


Takuhi 

Orion 
Nick Rox 
C. Hambleton 

Enquirer 

Reubus 

Shidoshi 

Glitch 

Knightmare 

Waka 


Takuhi 
Nick Rox 
C. Hambleton 

Enquirer 

Reubus 

Shidoshi 

Glitch 

Knightmare 

Waka 


Runner Up: Lufia 2 
1st: Mario RPG 
Runner Up: Lufia 2 
1st: Virtua Fighter 2 
Runner Up: Lufia 2 
1st: Tetris Attack 
Runner Up: Virtua Fighter 2 
1st: OK Country 3 
Runner Up: Virtua Fighter 2 
1st: Kirby All Star 
Runner Up: DK Country 3 
1st: Virtua Fighter 2 
Runner Up: Kirby All Star 
1st: Sonic Blast 
Runner Up: DK Country 3 
1st: Sonic Blast 
Runner Up: Virtua Fighter 2 
1st: DK Country 3 
Runner Up: Tetris Attack 
16-BIT GAME OF THE YEAR: 

VIRTUA FIGHTER 2 (GENESIS) 

Runner Up: DONKEY KONG COUNTRY 3 


Orion 

Nick Rox 

C. Hambleton 

Enquirer 

Reubus 

Shidoshi 

Glitch 

Knightmare 

Waka 


ALTERNATIVE 

E. Storm 


1st: Return Fire 
Runner Up: Space Hulk (Saturn) 
1st: Blazing Heroes 
Runner Up: Space Hulk (Saturn) 
1st: Dragon Force 
1st: Return Fire 
1st: Tecmo’s Deception 
Runner Up: Return Fire 
1st: Return Fire 
Runner Up: Space Hulk 
1st: Command and Conquer 
Runner Up: Return Fire 
1st: Romance 4 
Runner Up: Sim City 2000 PS 
1st: Blazing Heroes 
Runner Up: Tecmo’s Deception 
1st: Command and Conquer 
Runner Up: Space Hulk 
1st: Tecmo’s Deception 
Runner Up: Romance 4 
STRATEGY GAME OF THE YEAR: 

RETURN FIRE (PLAYSTATION) 

Runner Up: TECMO’S DECEPTION 


SIMULATION 

E. Storm 


1st: Tail of the Sun 
Runner Up: NiGHTS 
Takuhi 1st: NiGHTS 

Nick Rox 1st: NiGHTS 

C. Hambleton 1st: Tail of the Sun 

Runner Up: Aquanaut’s Holiday 
Enquirer 1st: Shadows of The Empire 

Runner Up: NiGHTS 
Reubus 1 st: Tail of the Sun 

Runner Up: Aquanaut’s Holiday 

Shidoshi 1st: NiGHTS 

Runner Up: Mr. Bones 
Glitch 1st: NiGHTS 

Runner Up: Christmas NiGHTS 

Knightmare 1st: NiGHTS 

Runner Up: Christmas NiGHTS 

Waka 1st: Tail of the Sun 

Runner Up: NiGHTS 

ALTERNATIVE GAME OF THE YEAR: M 

NiGHTS (SATURN) 

Runner Up: TAIL OF THE SUN 


16-BIT 

E. Storm 

Takuhi 


1st: DKC3 
Runner Up: Virtua Fighter 2 
1st: Virtua Fighter 2 


WIN-OP 

E. Storm 


Takuhi 
Nick Rox 
C. Hambleton 


1st: Gun Griffon 
Runner Up: Black Dawn (PS) 
1st: Gun Griffon 
1st: Gun Griffon 
1st: PilotWings 64 
Runner Up: Gun Griffon 
1st: PilotWings 64 
Runner Up: Gun Griffon 
1st: Black Dawn (PS) 
Runner Up: Bogey Dead 6 
1st: Gun Griffon 
Runner Up: PilotWings 64 
1st: PilotWings 64 
Runner Up: Black Dawn (PS) 
1st: Gun Griffon 
Runner Up: PilotWings 64 
1st: PilotWings 64 
Runner Up: Gun Griffon 
SIMULATION GAME OF THE YEAR: 

GUN GRIFFON (SATURN) 

Runner Up: PILOTWINGS 64 


1st: Metal Slug 
Runner Up: Guardian Heroes 
1st: Guardian Heroes 
Runner Up: Three Dirty Dwarves 
1st: Guardian Heroes 
Runner Up: Warriors of Fate 2 
1st: Guardian Heroes 
Runner Up: Warriors of Fate 2 
SIDE-SCROLLING GAME OF THE YEAR: 

GUARDIAN HEROES 
Runner Up: METAL SLUG 


Shidoshi 

Glitch 

Knightmare 

Waka 


BEST STORY 

E. Storm 


1st: Metal Slug 
Runner Up: Manx TT Superbike 
1st: Virtua Fighter 3 
Runner Up: Last Bronx 
1st: Street Fighter Alpha 2 
Runner Up: King of Fighters ’96 
1st: Virtua Fighter 3 
Runner Up: Prop Cycle 
Enquirer 1st: Virtua Fighter 3 

Runner Up: Street Fighter Alpha 2 
Reubus 1 st: Street Fighter Alpha 2 

Runner Up: Metal Slug 
Shidoshi 1 st: Samurai Shodown 4 

Runner Up: AD&D 2 
Glitch 1 st: Street Fighter Alpha 2 

Runner Up: Die Hard Arcade 
Knightmare 1st: Virtual On 

Runner Up: Virtua Fighter 3 
Waka 1st: Tokyo Wars 

Runner Up: Virtual On 

COIN-OP GAME OF THE YEAR: VIRTUA FIGHTER 3± 
Runner Up: STREET FIGHTER ALPHA 2 

SIDE-SCROLLING ACTION * # 

E. Storm 1st: Guardian Heroes 

Runner Up: Three Dirty Dwarves 
Takuhi 1st: Guardian Heroes 

C. Hambleton 1st: Guardian Heroes 

Runner Up: Metal Slug 
Enquirer 1 st: Guardian Heroes 

Runner Up: Three Dirty Dwarves 
Reubus 1st: Metal Slug 

Runner Up: Guardian Heroes 


1st: Legend ol Rain 
Runner Up: Suikoden 
Takuhi 1st: Suikoden 

Runner Up: Resident Evil 
Orion 1st: Suikoden 

Runner Up: Tomb Raider 
Nick Rox 1st: Suikoden 

Runner Up: Persona 
C. Hambleton 1st \Tekken2 

Runner Up: Samurai Shodown 3 
Enquirer 1st: Tomb Raider 

Runner Up: Shadows of The Empire 
Reubus 1st: Tomb Raider 

Runner Up: Shadows of The Empire 
Shidoshi 1st: Mr. Bones 

Runner Up: Resident Evil 
Glitch 1st: Mr.Bones 

Runner Up: Tomb Raider 
Knightmare 1 st: Dark Savior 

Runner Up: Shadows of The Empire 
Waka 1st: Suikoden 

Runner Up: Legacy of Rain 
BEST GAME STORY OF THE YEAR 
EN (PLAYSTATION; 

Runner Up: LEGACY Ww 

MALEFFECTS_ 

.Storm 1st: Mario 64 

Runner Up: Crash Bandicoot 
Takuhi 1st: Tomb Raider 

Runner Up: Panzer Zwei 
Orion 1st: Tomb Raider 

Runner Up: Star Gladiator 
Nick Rox 1 st: Star Gladiator 

Runner Up: Tomb Raider 
C. Hambleton 1st: Wave Race 64 

Runner Up: Mario 64 
Enquirer 1st: Wave Race 64 

Runner Up: Super Mario 64 
Reubus 1st: Tunnel B1 

Runner Up: Wipeout XL 
Shidoshi 1st: Wipeout XL 

Runner Up: Tomb Raider 
Glitch 1st: NiGHTS 

Runner Up: Shadows of the Empire 
Knightmare 1st : Mario 64 

Runner Up: Crash Bandicoot 
Waka 1st: Wave Race 64 

HRunner Up: Super Mario 64 
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SOUNDTRACK 

E. Storm 1st: Guardian Heroes 
Runner Up: Sonic Blast 
Takuhi 1st: Suikoden 

Runner Up: Panzer Zwei 
Orion 1st: Suikoden 

Runner Up: Ridge Racer Rev. 
Nick Rox 1st: Suikoden 

Runner Up: Tobal No. 1 
C. Hambleton 1st: Tekken 2 

Runner Up: Ridge Racer Rev. 
Enquirer 1st: Wipeout XL 

Runner Up: Tekken 2 
Reubus Is \:JetMoto 

Runner Up: Wipeout XL 
Shidoshi 1st: Samurai Shodown 4 
Runner Up: Suikoden 
Glitch 1st: NIGHTS 

Runner Up: Sonic Blast 
Knightmare 1st: NiGHTS 

Runner Up: Ridge Racer Rev. 
Waka 1st: Tekken 2 

Runner Up: Suikoden 
BEST SOUNDTRACK OF THE YEAR: 
SUIKODEN (PLAYSTATION) 

Runner Up: TEKKEN 2 

BEST USE OF CG/FMV 

E. Storm 1st: Tomb Raider 

Runner Up: Legacy of Kain 
Takuhi 1st: Tekken 2 

Runner Up: Guardian Heroes 
Orion 1st: Tekken 2 

Runner Up: Tomb Raider 
Nick Rox 1st: Tekken 2 

Runner Up: Tobal No. 1 
C. Hambleton 1st: Tekken 2 

Runner Up: Legacy of Kain 
Enquirer 1st: Tekken 2 

Runner Up: Tomb Raider 
Reubus 1st: Tekken 2 

Runner Up: Pandemonium 

Shidoshi 1st: Pandemonium 

Runner Up: Tekken 2 
Glitch 1st: NiGHTS 

Runner Up: Virtua Fighter Kids 
Knightmare 1st: NiGHTS 

Runner Up: Tekken 2 
Waka 1st: Tekken 2 

Runner Up: Legacy of Kain 
BEST USE OF FMV/CG OF THE YEAR: 
TEKKEN 2 (PLAYSTATION) 

Runner Up: LEGACY OF KAIN 

SPORTS 

E. Storm 1st: CoolBoarders 

Runner Up: In the Zone 2 
C. Hambleton 1st: WW Soccer ’97 
Runner Up: CoolBoarders 
Enquirer 1st: Power Move Wrestling 
Runner Up: Madden ’97 
Reubus 1st: CoolBoarders 

Runner Up: V Tennis 
Shidoshi 1st: Ten Pin Alley 

Runner Up: WW Soccer ’97 
Glitch 1st: Madden ’97 

Runner Up: WW Soccer ’97 
Knightmare 1st: WW Soccer ’97 
Runner Up: Madden ’97 
Waka 1st: CoolBoarders 

Runner Up: Power Move Wrestling 
BEST SPORTS GAME OF THE YEAR: 
WORLDWIDE SOCCER ’97 (SATURN) 
Runner Up: COOLBOARDERS 

IMPORT (games not scheduled for 
US release only) 

E. Storm 1st: Enemy Zero 

Runner Up: Keio Yu Gekitai 
Takuhi 1 st: Enemy Zero 

Runner Up: Treasure Hunter G 


Nick Rox 1st: Enemy Zero 

Runner Up: Nonomura Byoin no Hitobito 
C. Hambleton 1st: Wipeout (UK) 
Runner Up: Treasure Hunter G 
Enquirer 1st: Enemy Zero 

Runner Up: Sexy Parodius 
Reubus 1st: Choro 0 

Runner Up: Smash Court 
Shidoshi 1 st: Princess Maker 2 
Runner Up: Wonder Project J2 
Glitch 1st: Keio Yu Gekitai 

Runner Up: Dezaemon Plus 
Knightmare 1st: Enemy Zero 

Runner Up: Incredible Toons 
Waka 1 st: Dragon Ball Z Legends (PS) 
Runner Up: Twilight Syndrome 
BEST IMPORT ONLY GAME OF THE 
YEAR: ENEMY ZERO 
Runner Up: KEIO YU GEKITAI 

BIGGEST DISAPPOINTMENT 

E. Storm 1 st: Demise of Virtual Boy 
Runner Up: Yuji Naka making 
NiGHTS instead of a 32-bit Sonic 
Takuhi 1 st: Numerous Super NES 

games lost forever in Japan 
Runner Up: Nintendo 64 launch 
Nick Rox 1st: Numerous SNES 
games lost forever in Japan 
Runner Up: Lack of 2D games 
C. Hambleton 1st: N64 sound 

capabilities 
Runner Up: Saturn Daytona 
CCE 3D pop-up 
Enquirer 1st: Only eight 

games for N64 
Runner Up: No M2 this year 
Reubus 1st: I fMX delayed 

Runner Up: N64 game delays 
Glitch 1st: No Phantasy Star 
Runner Up: No Bare Knuckle 
Knightmare Lack of N64 software 
Runner Up: No one but me (sob!) 

understood NiGHTS 
Waka 1st: FFVII pushed 

back a month 
Runner Up: Lack of PS peripherals 

HIGH POINT OF THE YEAR 

E. Storm 1st: The Nintendo 64!!! 
Runner Up: The Sony PS giving 
me a year to remember! 
Takuhi 1st: FFVII comes to 

the PlayStation 
Runner Up: Hot Saturn 
Model 2 translations 
Nick Rox 1st: Street Fighter 3 is 2D! 

Runner Up: Capcom rules! 
C. Hambleton 1st: Namco 

PlayStation conversions 
Runner Up: Nintendo 64 launch 
Enquirer 1st: Nintendo 64 launch 
Runner Up: How shockingly 
good Tomb Raider is 
Reubus 1 st: Nintendo 64 launch 
Runner Up: Beating Jet Moto 
(without codes) 
Shidoshi 1st: SNK gave me 

back Charlotte 
Runner Up: Sony’s 
change of attitude 
Glitch 1st: N64 delivers true 3D 
Runner Up: Sega’s X-Mas 
Nights giveaway 
Dan 1st: Super Mario 64 

showed the way 
Runner Up: Hot Saturn 
Model 2 translations 
Waka 1st: FFVII demo 

Runner Up: Square 
diversifying 


GAME OF THE YEAR 1996 

E. Storm 1st: Tomb Raider 

Runner Up: Super Mario 64 
Takuhi 1 st: Resident Evil 

Runner Up: Tomb Raider 
Orion 1st: Resident Evil 

Runner Up: Tomb Raider 
N ick Rox 1 st: Resident Evil 

Runner Up: Tomb Raider 
C. Hambleton 1st: Tekken 2 

Runner Up: Ridge Racer Rev. 
Enquirer 1 st: Super Mario 64 

Runner Up: Tomb Raider 
Reubus 1 st: Super Mario 64 

Runner Up: Tomb Raider 
Shidoshi 1 st: Resident Evil 

Runner Up: Samurai Shodown 4 
Glitch 1st: NiGHTS 

Runner Up: Tomb Raider 
Knightmare 1st: NiGHTS 

Runner Up: Mario 64 
Waka 1st: Tekken 2 

Runner Up: Tomb Raider 

THE TOP FIVE GAMEFAN 
GAMES OF 1996 

1. TOMB RAIDER 

2. RESIDENT EVIL 

3. SUPER MARIO 64 




fl/eu like, me, you neotL^\ 
like me! ^UcuiJeL & 
dee you. next yeo/i! 

Alow- how- (Ho- 9 (jet tluA. 
UvUuj home? A 


3. NiGHTS 
5. TEKKEN 2 
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You awaken with incredible abilities that you will need to defeat 
the scores of Demon invaders and cleanse the land of their forces 
Converse with them before doing battle to determine your best 
course of action. Fight them or enlist their aid in your mission. 
Either way, you are set for the fantasy adventure of a lifetime! 


x^ypecM 0eaium v c 

Based on the ultra-popular, mega-hit, Megami 
Tensei series: first time to hit US shores 

100+ hours of pulse pounding gameplay 

Over 300 different monsters to do battle with 

V 

Morph any member of your party into a qgfc 
more powerful source known as “Persona 

Fight your way to one of many endings^. „ 


Use your “Persona' 


KWP. 




MOGN 


http://www.atlus.com 


Persona'" is the first chapter of the 


W M PlayStation 

ITsrb s m « I • • s ^ 

© 1996 Atlus Co., LTD. Persona. Revelations Series are trademarks of Atlus Co.. LTD. All Rights Reserved. PlayStation, the PlayStation logo, and the PS logo are trademarks of Sony Computer Entertainment Inc. 

Call 1-800-771-3772 for Game Rating Information. 







As we closed this year’s awards, many great games came in that we were dying to throw into the mix that 
either haven’t been released over here yet, or are due next year. Look for them in the 1997 Megawards. 
Here they are so you know what to keep an eye out for early on in ’97: Turok: Dinosaur Hunter (N64) 
Shining the Holy Ark (Saturn), Mario Kart 64 (N64), Soul Edge (PS) and Fighters Megamix (Saturn). The 
way things are going, 1997 should be another year packed with non-stop entertainment. 


Vi 




DR. NURDS BRJ 




SUPER MARIO 64 


CRASH BANDICOOT 


GUARDIAN HEROES 


POWERSLAVE 


WAVER ACE 


SUIKODEN 


VIRTU A FIGHTER 3 


REPLAY 


WIPEOUT XL 


SF ALPHA 2 


TEKKEN2 


NIGHTS 


FIGHTING VIPERS 


LEGACY OF KAIN WORLD WIDE SOCCER 


BEYOND OASIS 


38 































PROFESSIONAL 
ANALYSTS OF = 




ULTRA GAME PLAYERS 

First person shooter of the year! 

' \ f m 

GAHEPRO 

"Disruptor is one beautiful game and it plays 
as great as it looks! This could be the 
king of the corridors this season*" 

GAMEFAN 

"Disruptor looks capable of stomping 
lesser games with a huge 
biomechanical boot!” 

PSEXTREME 

"Disruptor is what your PlayStation 
was meant to play!" 

P - S - X - 

"They don't get much better than this!" 



www.disruptor.cc 


It 








universal interactive studios 



PlayStation and the PlaySrfttion logo are trademarks of Sony Computer Entertainment. Inc The ratings toon is a trademark of the Interactive D^rta* Software Association 
£■-1996 Universal Interactive Studios. Inc. All rights reserved. Disruptor is a trademark of Universal Interactive Studios. Inc 









|ome of GameFan’s most prominent editors had to j \ \ _ 

and most eventful years..., ' A 

" -. 

destined to become yet another banner year. We’ll finally see Matsushita’s 
mighty M2, by mid year. While the M2 spec-wise is the Goliath of all consoles 
it will be interesting to see the amount of 3rd-party support they’ll be able to 
secure in the wake of three major platforms already in full swing. Rumors of 
a Sega/Matsushita joint effort have been circulating for some time. If 
there’s to be a major announcement in ’97, this will be it. 

And then of course, there’s the N64. The launch was more of 
| Wm \ a sputter with only two games, but in terms of hardware it was 

'—Z"- a mammoth event. The burning question is, will 3rd 

p-!*A P art y software burn with the intensity of those 
[rw Ting blessed by the almighty Shigeru Miyamoto? If they 
© ]P 4 pi || t do, and there’s enough of them to fill in the cracks 

\J) pJh r JL [L between Nintendo exclusives, Nintendo may again 

-j Egfl □ g re-write video game history. 

And finally, my two gripes in regards to ’96. 
/ One, Nintendo’s early burial of the Virtual Boy. 

/ Bursting with possibility, Nintendo, rather than lowering the 
price and introducing more software (which they easily could 
^ have - 10 games remain on the unknown list in Japan) they just 
tanked it. Uncharacteristic, to say the least. And two, no one ever did 
pick up Hermie Hopperhead, the Super Mario World clone with massive 
depth and personality to burn. Otherwise, ’96 was a year I’ll never forget. 


I had more fun this year than should be legal. The race for next-gen 
supremacy between Sony and Sega resulted in a steady flow of quality soft¬ 
ware. I’m hard pressed to remember a day in ’96 when I didn’t have something 
to play. The dry spells that so plagued sixteen-bit seem all but extinct, and 
shamelessly bad games are at an all time low. Sure, we had our pigs, but 
the pen wasn't nearly as full as it’s been in the past. 


Early on I had concerns in regards to the action-platform and 
adventure platforms. Unwilling to part with the conventional 
scheme (hand drawn-side scrolling), the whole 3D . |M | ^ 

thing had me worried. How would companies capture I 
the complexity, personality, and accurate gameplay I 
~ a polygonal environment? My fears have been laid | cE_l i 


in i 

to rest however as Super Mario 64, Crash Bandicoot, 
and Tomb Raider answered all of those questions. 


Those titles being first generation I look forward with 
burning anticipation to ’97’s sequels and new like \ g 

titles. Not that I’m about to surrender 2D, no way; Castlevania 4 VI 
and Mega Man 8 are among my most eagerly anticipated futureNfev 
titles and Clockwork Knight 2 and Hermie Hopperhead were among my 
favorite games in the past year. ’96 saw every genre represented. Racing, 
Role Playing, Shooting, Action Role Playing, and 3D corridor were all covered, 
some beyond my expectations. I entered ’96 with apprehension and emerged 
more enthused and optimistic than I’ve ever been about video games. 1997 is 


This has been the most exciting year in video game history. The rea¬ 
sons? Well, let’s start with the advent of the new video game world 
order for starters. The success of the Sony PlayStation has surprised 
even the most vehement Nintendo and Sega fans, and has helped the 
growth of quality games the world over. The trickle of first-rate 
titles has now turned into a torrent of fine releases, with par- y" 
ticular gems coming in from Psygnosis, Capcom, Namco (as / 
you’d expect) and even small third parties like / 

Core. Now more than a year in from its US H 
launch, gamers across the States and beyond If Cl FI " r^"*v i ! 
now enjoy games on the Sony console that were rAI k | I I V i 
mere dreams before. [fl w [Z_ r r 

Of course, Sega haven’t been sitting around B fc]fc 


you have a formidable force in the console wars. 

Finally, the great lumbering beast known as Nintendo finally grant¬ 
ed gamers with the first truly astounding glimpse into the future. 
Mario has offended Italians throughout the world, but no one can 
argue that his new adventure is the most amazing video game 
ever. With the seminal Pilotwings following, WaveRace 
X wowing folks across the globe and future releases set to 
P M V send 9 amers into a frenzy, Nintendo has 

- M returned to reclaim their throne... will they 
El rfppi succeed? You’re about to find out... 

L M 1|||jMi[T|| Finally, any self-respecting gamer knows the 
r Firfri F M vTr I birth of future t0 P' se,lin 9 releases usually 


in=y MV q Vj E3 HI begins in the arcade, and 1996 was no excep- 

> . i tion. The launch of Tekken 2 was supplemented 

/ | by Soul Edge , while the Sega camp gave us the 

/ delights of Gunblade and Virtua Fighter 3. 1997 starts with 
Namco and Sega fiercely contesting their arcade might, with 

- Capcom ready to pounce with the legendary Street Fighter 3 , and 

SNK continuing to produce bigger and better sequels to their already 
awesome repertoire. Just think; this time next year, you’ll be playing 
Street Fighter 3 in the home... The future’s looking very bright indeed! 


either, and once they delivered a triple helping of tJt 

fantastic arcade port-overs, they concentrated 
on delivering a ton of great releases, with NiGHTS being the^Bpt 
obvious jewel in the crown. Now at last, the second stage of X- 
arcade port-overs have graced the Saturn, and Sega fans can look 
forward to great versions of Virtua Cop 2 , Virtual On and Daytona 
Championship Edition. With a constant stream of third party support 
(look no further than Powerslave for evidence of their greatness), and 


1996 was truly a good year for gaming. The Saturn and PlayStation 
finally hit their stride, and pumped out a dozen or so truly great games. 
The total amount of games released this year was pretty small, but 
quality standards are getting higher, and we’ve finally seen the 
birth of a couple of new-to-32-bit genres. Anyway, let’s run 
down this years trends: yf 

Quality Western Games: Hey, though there still aren’t MtL 
too incredibly many of them, a small handful of 

i games, such as Tomb Raider , Crash Bandicoot , m f 

Jet-Moto , Warhawk , and Wipeout XL , finally : E=^rtE 

make me feel proud to be... um... occidental. r Lj 1 [jf 


again, but that’s not looking too likely, 


, I want commitments, writ¬ 
ten in the blood of their top executives, that we’re getting Final 
Fantasy Tactics AND Saga Frontier . Hrmph. 

The Nintendo 64: On the one hand, Nintendo does deserve 
some accolades for not rushing out a bunch of half-finished 
Tjk games, even though the pressure to do so must have 
^ X been enormous. On the other hand, what the hell? How 
J □ cou,d the company that dominated video 

Fl piH n| m games for so many years suffer such an 
■ incredibly deep game shortage? Are they 
f — U even trying to get some 3rd party support 

] H J together? Why don’t they hire some more 

■j u people so they can actually release more 

/ than three games a year themselves? 

y The M2: Isn’t it funny the way that we know absolute- 
ly nothing more about the M2 than we did at this same 
time last year? 

Well, that’s my little “year in review.” There were definitely 
some sore points in ’96, but I’m a happy man overall. Here’s hop¬ 
ing for even better times in ’97. 


make me feel proud to be _ 

Millions of Great Super Famicom Games ^PEUSSIli Elf 
We’ll Never Play: Okay, maybe not millions. = 

Maybe it’s more like ten. But those were ten 

GREAT games! Tenchi Sozo , Tactics Ogre , Final Fantasy\. 

V. .. the Romancing Saga series, Treasure Hunter G. .. Great, 
great games. The height of 16-bit quality. And now all hope of 
ever seeing them is lost. Oh, the pain... I wouldn’t feel so bad 
about it if Square, the company who made more than half of those 
masterpieces, had stood up and promised it would never happen 





bringing a new level of realism to polygon graphics, while 
Capcom’s CPS 3 did the same thing for 2D. The lead time 
between arcade and home conversions dropped even more 
(SFA2’s was eight months), and Sega continued to prove that 
no Model 2 coin-op was too powerful to fit onto the Saturn. 
* 1 %^ If one genre characterized 1996, it was the 3D beat- 
JPV. ’em-up. Tekken 2, Soul Edge, VF3, Fighting Vipers, 
Last Bronx, Star Gladiators - even Square 
1 ' I jumped on the bandwagon with Tobal No. 

3 ==^ =*, E=a 7 . 1996 took the fighting game into the 
I IS |1#" third dimension, along with every other 
Jfi M [iJ] game genre, and for the first time poly- 
' 1 gons became more common than sprites. 

1996 was an exciting year. We saw the 
/ death of 16-bit, the growth of 32-bit and the birth of 
64-bit. There have been ups and downs, winners and 
losers, casualties and tragedies, but above all, there have 
been some really, really great games. We’re coming out of 
the 16-bit slump and entering a newer, brighter era for gam¬ 
ing. There’s never been a better time for the industry, and 
there’s never been a better time to be a GameFan. 


impressive second wave of software. The N64 was 
looming on the horizon for a September release, and 
the scene was set for a fierce battle between ' 
Sony, Sega and Nintendo. 

The battle of the three systems F ' 
became the battle of the three mascots. I EjJ ra | P 
The inspired Crash Bandicoot, revolu-1 \ 

tionary Mario 64 and magical NiGHTS all 
clashed on the shelves, fighting for mar- HUNK I 
ket share. All three games were excep- \ 

tional, pushing their respective systems to glorious N|R 
new heights, but in this race quality counts for little, 
and public opinion is everything. When the dust settled, 
PlayStation had taken a firm lead in both America and Japan, 
N64 had smashed all records for launch sales and Sega was 
relegated to third place. 

In the arcades, Model 3 finally made its American debut, 


great experience, and Virtua Cop 2 let you shoot people. Capcom 
and Working Designs helped a bit, but where’s the rest of the 3rd 
party support? 

The Nintendo 64 was originally made out to be the super-system. 
A system that only produced quality games, and plenty of them. A 
system that would make us totally forget about 32-bit. A sys- 
tern that would end worldwide famine. As everyone 
KV knows, only 2 games hit on launch, the other systems 
A still look great, and people are still hungry. 

"1 Mario was fun for the first time through, but 
the other available games leave something to 
be desired. I’m sure next year’s software 
f lineup will be better. 

\ [ ' r h U „ As expected, this was the worst year 16- 
1 bit’s ever had. This is the end of the line for 
/ my once favorite systems, sniff... I’m sure I’ll 

/ get over it... It’s just, I feel bad for us Americans. There 
were so many great Japanese games that never came out 
this year, no Tenchi Sozo, no new Square titles, no Tactics Ogre. 
But hey, we had hot American games like Mohawk and Headphone 
Jack, and that’s what counts. Yeah! 

Well, you made it through Orion’s Year End Review Rant. Thanks 
for reading the entire thing, I’m proud of you! Now go out and 
spread my wisdom amongst your friends... Excelsior! 


1996, while an amazing year for games, was also deeply depress¬ 
ing. This was the year everything changed. This was the year a 
powerful new system arrived, while many others left (or are leav¬ 
ing) the race. This was the year texture-mapped polygons achieved 
a solid foothold, nearly guaranteeing 2D hand-drawn titles are on 
the way out. This was even the year Capcom actually made 
a 3D fighting game, which I’m sure means something ter- 
rible. And the worst, this was the year 32-bit became 
the standard, leaving my once-beloved 16-bit / ! 

soon to be extinct. I hate change. I esvnFr*?* E 

Anyway, enough complaining. 1996 had I 
some outstanding games, perhaps some of L |Jf f)\ i i V"! 
the best ever. The PlayStation was amazing, \JCA 

giving us simply indescribably cool titles IJ^nh tfef^Ebc 
like Tomb Raider and Resident Evil. 

Suikoden, easily the best 32-bit RPG ever "*** 

f inally hit our shores. Crash Bandicoot was hyper cool, 
the perfect combination of incredible graphics and 
bitchin’ 8-bit style platform gameplay. And you can’t forget 
Namco’s groovy additions to the PlayStation’s ’96 lineup with 
Tekken 2 and Ridge Racer Revolution. With these kinds of games, 
there’s no doubt why the PlayStation is number one... 

The Saturn also had a great year, if only for its 1st party games. 
Panzer Dragoon Zwei was stunningly beautiful, NiGHTS was a 


with all that which is Capcom. (Uh, after reading that last sen¬ 
tence you must truly think I’m completely off my rocker...) 
These 3-D games, however brilliant they are technically, just 
shouldn’t come from Capcom! It’s a travesty! Murder of 
ideals! It’ll put your eye out! Well, maybe not, but... Oh, wait! 

And Mario\ Sure, we all know it’s a godly game and 
everyone will be copying it for the next several years, 
/>\ but... but it should have been 2D! Hey, wait... where 
\ are you all going? Come back here! 

; Damn! That rant ended perfectly and 
|\ n|JB only 300 words! Urn, urn... read it again! 
d /\ Er, more room... uh... OK, I’ll have to 
//\\ reneg on my earlier statement and do 
n what everyone else did. In a nutshell: 

- PlayStation - it rocked. Three titles are 

ill I need to mention here: Resident Evil, Suikoden, 
mb Raider. Saturn - it was cool. Lots of neat 
games, but unfortunately none with the epic qualities of 
the above- mentioned PS trio. N64: Three games. One 
rocked. ’Nuff said. Other stuff: Not enough RPGs. Beyond- 
hot ’95-’96 Japanese SFC games will never see the light of 
day here. OK... I’ve finally reached the end of this box! 
Whee! 


It seems that everyone else is using this space to sound off 
on, among other things, Sony, Sega and Nintendo’s spot in the 
marketplace. I guess that is the technical meaning of a “year 
in review,” but I’m going to address what I feel was the most 
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lamco 4 


# OF PLAYERS -1 


mr ) / J / * W3S ex P ect * n 9 some P re ttY awesome 

W W^k (J seat-of-my-pants arcade style racing from 

I m fj _ / the Namco developers; simply because the 

W^T , game in question was the next big racing 

] . . ' title to hit the PlayStation. From the game 

J.-■ that sold the Sony machine [Ridge Racer) to 

the phenomenal adrenaline rush of the follow-up 
which offered more of everything (Ridge Racer Revolution), there’s 
been something special, nay magical, about Namco’s offerings. Now, 
after quite a period, the coin-op (and now PlayStation) giants are set to stomp 


Rwm 


into view once more; waving and enticing you with two unbelievable video L / )V£UV>T v „ if. 

games. One of these is the next in the Ridge Racer license to print money: the f? 441 || - _§ 

souped-up, turbo-injected Rage Racer. So, is this a worthy inclusion into any I 
self-respecting gamers Namco shrine, or another Cybersled? Let’s pull up to 
the starting line and rev our engines to find out more... 

The first big improvement has to be the introduction; you’ve got a mish-mash of cool and crazy images, 
from unbelievably realistic CG cars tearing around a trackway to Reiko Nagase (the all-new Namco lady 
announcer] sat astride a throbbing motor, beckoning you with a knowing glance, pout and a wink (“u-huh-huh- 

) introduction (i.e.; it’s awesome), and with a suitably pumpin’ 
techno anthem pounding away in the background, it is a per¬ 
fect way of attracting you to the game at hand. Then, you’re 
greeted by the Rage Racer title screen and a choice of Grand 
Prix, Time Trial, Control and Option modes. 

Of course, not being a NeGcon man myself (I left that ana¬ 
log feel to those who prefer it, like the Roxman), I hastily 
negotiated the options screen and prepared for the new cir¬ 
cuits. As you can probably guess, a variety of courses isn’t 
what’s on offer here; there’s essentially one raceway divided 
into four separate tracks; not the 15 courses some of the more 
optimistic editors craved. But no matter, because the circuits 
on offer are the best you’ve ever seen; taking all the best fea¬ 
tures from past Ridge Racers (a beach front with cafes, yachts 
and a cruise liner and airplanes buzzing you as you race) and 
implementing some of the more spectacular effects of Rave 
Racer (ve ry sharp corners, hills, a very similar 
; cityscape and the San Francisco-style three-tier 
uphill road) to create a 


PlayStation 


^RECORD 


CHIEF HAMBLETON 

WELL, HELLO! 

A FANCY LADY! 


ALL ARTWORK © NAMCO 1996,1997 









































Tune-up. change bq 
car logos! Make 
masterpiece 


breathtaking trip into arcade racing. 

Anyone who even remotely considers themselves a 
gamer should know of the control system for Rage Racer 
from previous experience; you shift gears, powerslide 
around corners and bumping into the sides of the track 
nudges you back into play. This isn’t your full-on simu¬ 
lation Ft-type affair; more like an intense arcade experi¬ 
ence testing your car-handling skills to the very limits. 
This time around however, you’ll be amazed at just how 
realistic the texture maps that adorn all the scenery 
look; there’s obviously been some major programming 
going into this game. The result? Greek temple ruins, a 
small fishing harbor with lighthouse, and tracks that 
wrap around so that you can see other cars racing far 


rMk 


jt.vu L.,v:r- 

7 ‘OO * 


away into the distance. The cool thing is, this 
■ remains at a super-smooth 30 fps and never 
02/u* ; slows down. Ever . Oh yes, I was excited. And 

1 Racer . To start with, you’re treated to a slow 
| lumbering box-car beast, but with persever- 
L ance, you’ll obtain a cool Mini Clubman-like 
'M : car (nippy but lacking power), a dragster con- 
:7 I vertible (oh, yeah!) and even a chrome low- 

T %*T£ I rider truck (check that acceleration!). Once 

, 1 certain obligations have been met, you’re 
®® BI— eventually allowed to race the Rage Racer ver¬ 
sion of the Devil Car, a purple monstrosity with a massive top speed of 374 kph! This 
goes so fast that the road texture-maps play tricks on your eyes and actually look like 
they’re moving backwards! This is just how fast this game is! 


RANK 


REWARD 
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There’s also much more longevity this time around. 
Aside from the four different courses, there’s the oppor¬ 
tunity to race them backwards, choose whether your car 
grips or slides, and the best bit; adding your own decals 
to the hood of your racer! As you can see from the 
screenshots, ol’ Chief Hambleton’s been busy painting 
his mutated visage on all his roadsters, and you can also 
change your racing stripes and main body color to any 
you desire. And that’s just the beginning... 

There’s eleven cups to race for in total; five for¬ 
ward, five backward and one featuring the three 
hyper-secret vehicles. Each cup is divided into three 
or four races, with the points you receive after each 
win accumulating so that you’re able to either upgrade your car to the next level, or buy another brand new motor. Now you’re encouraged 
to race for better vehicles and faster courses; a brilliant incentive and excellent fun as well. Of course, the track has been designed in such 
a way that there’s no pop-up, a multitude of tight corners and very, very steep hills to rocket up or down. So now, instead of powersliding 
around every corner, you’re actually encouraged to brake and turn; making the whole process more like a racing season while still retaining 


rank 


Wcuwir 
6'07“ 


RECORD 

^2^10-ASS 


RANK 
























mm/rn 


MASTER HOPE 

















































»*s/cr; inis 


VOLDO - TH£ LAST LUNATIC 

WEAPON - ‘KATAF’ HAND MOUNTED BLADES 
TlCjHTlNCj STytE - TPEESTyiE 

introduction. Never, ever has there 

been CG intro like it. It betters \ gj|gr*** 

Tekken 2, Wipeout XL; indeed any 

game you care to mention. Nick fl ^y { ^ 

Rox had to be stretchered out after 


. t graphical masterpiece; 
indeed, Namco has ren- 

*• 

dered an entire valley for - 

j Rock and his child to look 
down upon which only 
appears for two seconds in 
the intro; this is how hard¬ 
core the introduction is! 

Then you'll find that the in¬ 
game graphics are also nearly as 
stunning and you'll be blown 
away by the light-sourcing, th 
stages made entirely from 3D 
textured polygons and the 
super rock-steady 30 fps anima- ^ 
Let's take a random stage: | 


viewin 

Mitsurugi strikes two foes in a corn- 
field during sunset, and the effect is ^ 
real. Li Long stands on a raft as it 
flows along a river winding along a 
deep ravine. And Taki leaps about 
an emperor's castle, throwing j 1 
down fluorescent runes and / 
destroying a hideous devil 
samurai. Nothing you've seen 
will prepare you for this 


TE «i E 1 


tion 

You're fighting in a bamboo for- ^ 
est in bright sunlight, a small 1 
cave next to the ring, and various 
paper symbols are blowing in the 
breeze. Halfway through your 
fight, the light darkens to night; 
a floating ghostly head flits 
about in the cave, spirits fly 
about the arena, and 
drifting, wiil-o-the-wisp 
balls of green light flicker 
about the playing field; as 
— your fight continues. 

Take it from me, you —- 

won't even have come ® 1 
* \ close to seeing this j9 

type of graphical j| 
x ' r perfection on the 9 

’ PlayStation before. 


Another ffani'ii 
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P So the graphics are great, huh? 
[ Well the game itself is also pretty 
f damn special: you've got a whole 
host of characters, playing identi¬ 
cally to Soul Edge Ver. II (arcade) and 
indeed Star Gladiator, 


with two jfe N 

weapon attack buttons, a kick and IfeFFi Hfy " 

a block. Now I'm not a block man Jjp_ ^ " 

Mortal Kombatl”), but the 3D 
nature of the battles lends 
* itselt more to this style of 

blocking... and once you get used to it. it works well. 

Another excellent feature is the durability of your 
weapon; keep chipping away at a blocking character and 
you'll wear his weapon down until you disarm him. Now M 
you can wade in and hack to your heart s content! 

^ This is pretty much identical to Soul Edge Ver. II. with ring 

” outs only if you float an opponent and a great narration at the 
end of each bout ("The epic battle ended with the victory 
f of... ’ ). However, this has the added benefit of increased details 

on some stages (water on the Li Long raft stage for example), 
all the modes present in Tekken 2 (Practice, Survival. Time 
^ Attack. Team Battle), as well as Edge Master Mode, where ’ 

an epic series of plot-based fights await you. 
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'REKKi-MAKM' YlCjHTlSLj ST VIE - TOKI | 

has different attributes and this 
4 effects every fight in numerous ways. 
\ ^ Pretty awesome stuff... especially 
v as the total number of weapons 
Jk is over 80! 




NEW OUTFITS 

There's a total of five differ- 
^4 ent outfits for every charac¬ 
ter in Soul Edge: two colors for 
^ the one player outfit and two for 
the two player. Additionally, there’s 
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new characters look just a good as 
the main katana-wielding maniacs, 
and the narrator even announces them if! 
as a "Guest Fighter"! 

Pre-order your copy now. This is worth 
paying just for the intro. Fortunately, 
Namco has included a fully-rounded and 
phenomenally playable fighting game 
into the bargain. This is the PlayStation 
conversion of the century; Sony should 
thank their lucky stars they have Namco 
on their team... You can immediately tell 
just how much time and meticulous 
effort has been spent on this. Rest 
assured, we'll bring you the secrets, moves 
and everything you'll ever need in future 
issues of GameFan and MegaFan. But until 
then... En garde\ CH 


NEW - THE EDGE MASTER MODE! 

As you progress through this marvelous story 
mode, you’ll be up against a variety of oppo¬ 
nents in your quest for eight different weapons 
(all which can be used in two-player fights), 
and each fight will be 
under different condi¬ 
tions (you’re poisoned, 
you fight three charac¬ 
ters one at a time; you 
get the picture). This is 
just great, and guaran¬ 
teed to keep you hooked 
for days. Each weapon 

\ §H! 


a fifth color and all new outfit for all your 
favorite characters; chosen by Japanese 
fans of the game. This brings up a num¬ 
ber of points: that Namco care a great 
deal about their products and that 
there’s some pretty scary Japanese 
outfit designers out there (Voldo in 
a pink coat? Er...). 
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>FINALLY, A TRUE 32-BIT MEGAMAN!! 




I’ve said this many times, but my favorite game company 
in the world is Capcom. Much of this love may come from, 
quite literally, my first experience with video games: Playing 
Trojan and the original MegaMan back-to-back at my 

friend's house in... it must have been... 1987. Looking 
>1^ back, I've found that I took such creative game- 
play for granted. Here was an action game in 
which you could actually use your fallen foes’ 
weapons! No longer were you restricted to 
i 2k / using the same techniques level after level, 

■i\ and there was distinct strategy in the order 

iV v / you took out each robot, and which arma- 

fS* j rnent you used. Although nobody can deny 
if k ** a that the utter sameness of “Defeat robot - find 
Lnpft ou f which weapon works best - defeat 

v ^ robot - etc.” got unbelievably 

*i“ ;5H* ~V** tedious after five 8-bit sequels, 

u (and 7 did little to help - there 
^ ,r W just wasn't enough new) with a 

| few modern upgrades, MegaMan 

B — completely stands the test of time. 

V People looking for a 100% next-gener¬ 

ation experience from the new MegaMan will be 
0 disappointed. There is no line-scrolling, there 

are no polygons, and there aren’t any especially 
impressive effects to speak of. What 8 does 

have is achingly smooth trade- 
■HliS. ; mark Capcom animation and 
‘ x ^ extremely solid, satisfying, no- 
A . ’V loose-ends gameplay... not to men- 
a f j tion at least half an hour of TV-quality 

jj animation, interspersed throughout 

H >9 > the 9 ama - Added to the usual dis- 

*) cover-what-weapon-works-best 

J 'j MegaMan fare are literally TONS of 

'* new platforming ideas - each stage 
. has one cool new feature, like riding 

on a sled, shooting scenes, piloting a 
floaty bubble-craft, swinging Simon 
Belmont style, and even mini-puzzles, which are 
\ eLJ>) never repeated until you reach Dr. Wily’s 
^M e fortress. Going beyond that 

/ / are the many new. 

9 forms of trusty Rush, 
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such as the Rush-Bike and Rush-Bomb, and numerous new weapons that do more than just inflict damage, they 
actually perform tasks like lifting you up, giving you an extra boost while jumping, lighting dark hallways and latch- 
ing onto posts in classic Bionic Commando fashion. Even the standard MegaMan boss engine s been improved. 
Whereas before you never knew if you were attacking a boss with the “right” weapon, you now get a special sam¬ 
ple and animation sequence if you make the correct choice. I still haven’t even mentioned the all-new shop sys¬ 
tem, which you can read about below. f . 4 , .. . 

The qraphics glisten in certain areas, and fall a bit short in others. At the top of the list is the utterly gorgeous 
animation of everything - the enemies, the bosses, the backgrounds, and MegaMan himself Nothing is framey in 
this game. If you’ve played any recent arcade Capcom fighter you know exactly what I’m talking about. It s not 
only smooth, but there’s so much of it on screen as to be numbing. At any one time, there can be thirty or forty li i 
Mptc rthp lift Ip hplmptnd dudes that’ve been in MeaaMan since day one) on screen, and when each one 


Mets (the little helmeted dudes that’ve been in MegaMan since day one) on screen 
is shot, it erupts into a shower of tiny shrapnel, gears, and wires - each a 
sprite in and of itself. The area of MM8's graphics m m m 

that needs improvement is — M /§ |LJr ■ 


> iBBS r parallax... There is rarely more than three lay- 
Ms ers at once, but hey... even that should be 
impressive on the PlayStation. To my horror 
however, MM8 features a small amount of rendered 
background elements and enemies, with touch-ups 
to make them seem hand-drawn. There’s not much to be 
said about the sound, as it’s standard MegaMan music 
upgraded to CD status - happy, bouncy, non-intrusive. 
k The most exciting aural feature of 8 is the awesome 
amount of voice from MegaMan and the bosses, although 
it’s yet to be seen whether this feature will be carried over 
to the American version of the game. 

As I said in last month’s Lomax review, if you’re an 
old-school gamer you’ll probably really enjoy MegaMan 8 
for its rock-solid nostalgic feel and challenging game- 
play. Those expecting a massive overhaul for our friend 
the Blue Bomber, however, need not apply. Oh, by the 
way. 1996 represents MegaMan's 10th birthday... Many 
thanks go to Capcom for a decade of fun, and here’s to 
the next ten y ears! NR ____ 
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>fl MEGAMAN FIRST: 

DR. LIGHT S ITEM SHOP 

A MegaMan with tons of new gameplay 
features?? Mania! MM8 is the first game 
since MM3 that has tons of substantial 
gameplay upgrades, and Dr. Light’s Lab, 
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Capcom = 2-D gods 
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Maybe it should've been called 

Twisted Mettle. 
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that will have you per- 

forming different ‘p” 

% ^ tasks in each level. -- 

1\ Winning strategy 
y W must be developed 

f and put in play or 

you’ll die, to put it 
bluntly. The control in 
Re Loaded is, for the most 
part, the same as Loaded's, 
except for the fact that you 
can now interact with 
objects on the play field. 
That’s a good thing. As for 
the music, well, turn it up, 
game freaks, a techno feast 
is at hand. 

In retrospect. 

9 Re Loaded is 

¥ bigger (1 fig¬ 

ure nearly double 


ARE HARD 
TO BREAK! 


..AND YOU 
THOUGHT 










You've gotta stop and ask your- J / 
self just how many classic 32-bit V . 
titles would have stayed in Japan if 
it weren't for Acclaim. Think about it;^^ 
layer Section , Bust-A-Move 2, Bubble 


V about 

^V/ c ool ne 

t Jr First 

make it 
completely un 
core anime people 
intro, complete 
with Japanese 
lyrics and music, 
fully intact. Tell 
me that’s not 
amazing. In fact, 


Bust-A-Move 2 
Bobble Collection , and Darius Gaiden are all ‘ 

» ■ ■■■■ * — | games that would J 

f *T have never niade ^ 
il 6 Jf here *** Acclaim ; : 

| llJp 5 * , MiPw I ; hadn’t picked’em : 

! ' up. Their latest .jMW8 WM BB| 

[ JF Ji Japanese acquisi- 

^ ' tion, Psychic Force (another 

Taito original), will be coming 
i:: ffiwf rffk ii. your way shortly. For all you 
~ " fans wondering 


PSYCHIC BLAST! During the intros, you’ll be treated 


to an impressive 
multi-angle demo of action-packed fights. Taito 
took this opportunity to fill the screen with many 
examples of cool psychic blasts available to your 

.fighters, and trust me, 
it more than piques 
one’s curiousity. 




















































the 3D backgrounds, are colorful, 
smooth, and well designed. So too are 
j p ^ ■ p , j m— the polygonal 
fighters, with 
cool textures, 

\ multiple colors, 

■ - ' \ and great anima- 

Pi ' * I tion and expres- 

v VL fa sions (and only a 

' 4 pi. ! touch of poly 
break-up). The 
/• -v *'' 'T< sound effects and 

" r ' 11 ‘ ' ~ voices are also 

excellent, and the music, well, it’s by 


ffooatiiai 


hits these 1 ^ 

shores, the pro- ^ ' 

to tweak the AI, 
as per Acclaim’s 

specifics. I’ll explain the importance of 
these AI enhancements later. For now, 
it’s on to gameplay... 

Psychic Force casts two psychic 
fighters (among 9) into a cool polygonal 
3D battlefield arena. Fights take place 
inside a cube-shaped force field (check 
out the shots to get an idea of the size), 
and the charac¬ 
ters are free to 
float anywhere 
within. The bat¬ 
tles are totally 
Each 


OCifltiUlGE* 


1 commented that the k 
| computer plays more \ 
like a human now, i.e., it I 
moves much more i 
! unpredictably, responds ! 
to ranged attacks, and | _ 
^ blocks more frequently l • 
(a definite improvement 
over the import version). 

Never before has fighting been this 
original. The graphics, more precisely 


unique _ 

fighter has his or ! . 
her own cool \ | 
psychic power, 

ranging any- 1 ~ _ 

where from pow¬ 
erful holy beams to perplexing tele¬ 
ports. Using high or low power attacks, 
and a combination of simple pad rota- 




LONG RANGE POWER!!! 

The most integral part of any Psychic Force battle involves 
constant movement. If you’re shooting a weak projectile, you 
have time to dodge the return fire. Power blasts take longer, 
however, so immediately block or tap the dodge button. 


IN YOUR FACE COMBO MADNESS!!! 

Never underestimate the effectiveness of close-range combat. 
Once an opening appears, slap your foe with a flurry of punch 
es for mega damage. But get ready to throw up a shield, or 
quickly hold block, because you're instantly wide open 
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The Divide: 

Enemies Within 
is one of those low 
profile releases that I 
find myself reviewing 
more and more. Along with 
Grid Runner , Pitball , and 
Blast Chamber , there are 
games out there that some¬ 
times struggle for notoriety 
among the Tekkens and 
Wipeouts of the PS world. 
And just like the aforemen¬ 
tioned titles, The Divide is 
more than worthy of your 
time and effort. 

As you can see by looking 


at these two glorious pages, 
Radical’s The Divide: 

Enemies Within is driven by a 
powerful plot and great CG FMV. 

I’m not sure who the narrator is, 
but he has a captivating, entrancing 
voice, making the storyline completely believ¬ 
able. He tells the sad tale of the Divide, a land 
occupied by a race of peaceful, primitive crea¬ 
tures. One day this serenity is smashed forev¬ 
er, as aliens probe the world mercilessly, curs¬ 
ing the creatures below with strange technolo¬ 
gy. As others arrive to explore the planet’s sur¬ 
face, the once innocent creatures ambush the 
newcomers with blind, furious rage. The 
beasts disappears into the planet’s hidden 
reaches, taking one of the mechanized explor¬ 
ers along. With a failing heating system, the 
remaining explorer freezes over in minutes, 
trapped in an icy prison. Years later, unaware 
of the time lost, the explorer defrosts and sets 
off to find his captured partner. Cool, huh? Of 
course, this is where you step in. 

The game begins with a short training ses¬ 
sion, where you’ll be test driving your mech- 
suit. Here you’ll be treated to the full compli¬ 
ment of weapons available in the game, as well 


INCREDIBLE FMV STORYLINE! 

The Diuide includes some of the cleanest, 
coolest CG FMV sequences ever seen, 
easily immersing you into the storyline. 



PlayStation 


| DEVELOPEB - RADICAL 

|# OF PLAYERS-1 


[PUBLISHER-VIACOM 

■DIFFICUm^DUANCEIll 




GLITCH 

SHE AIN’T TOO 
PRETTY, BUT 
GAMEPLAY 
RULES THE 
DAY! 
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as all the walking and jumping upgrades (this level, by the 
way, takes place before the explorers go to the Divide - 
hence the free-for-all). The mech has standard issue laser 
cannons on both arms, which can (and must) be raised and 
lowered using the shoulder buttons to blast land and air 
based enemies. You have jump and double jump (just press 
the button twice), and various armor and gun upgrades 
(including the powerful gatling gun). When you first enter 
the Divide, your mech’s damaged, you can’t jump, and the 





laser cannon is your only weapon. But that’s why you 
play games, right? Time for a little exploration! 

Fifty+ locations, spread across broken landscapes 
and dark catacombs, can be visited and re-visited at 
will. In fact, you’ll be doing a lot of backtracking as 
items are found in order to access new areas and/or 
complete current ones. For example, your first “quest” 
involves locating the Jumper. Once it’s yours, almost 
half a dozen new areas, each with their own set of plat¬ 
forming challenges, are open for play. In effect, 
progress is not only predicated by certain items, it _ 
jj will often immediately exploit the most recently Wj 
I] acquired power-ups. Finally, cool boss encounters 1 
|| break up the action, and the story will develop as I 
I you progress deeper into the world. 

The 3D worlds are constructed entirely of tex- IS 
! tured polygons, running at 15 to 30fps. The lowj i 
i frame rate usually hits when you use the higher j I I 
* of the two camera angles, due to the mass of ene-1| 
| mies and objects being displayed at once (and II 
unfortunately this is also the most useful angle). 
7m Honestly, the 3D engine needs some work, but the ^ 
gl game content itself more than compen- j gf 
sates. The music consists of a droning ft |8 
ambient score and the sound is limited to | 
i gunfire, explosions, and incidental enemy j 
|| and environmental effects. 

Well, like I just said, the graphics ain’t so 
|| hot (by today’s PS standards, anyway) but j| 

J the game is really very good. Once you j| 
ft dedicate a couple of hours (among many, | 

/ many more) to The Divide , you’ll see that it I 
ft actually has much to offer in terms of is 
^ ;; gameplay and depth. G 
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For some reasoiiTT find deep, clai^, pit arena, 
myself consumed by this Pitbull's the last violent 
[deep-rooted fascination for cyber-sport title I played, 
^arenas. Personally, if a and despite the opinions 
game has a little hidden you might have read else- 
stadium (i.e., Guardian where, it is a very good 
Heroes), I’ll probably spend game that I urge you to 
more time there than in the check out. While League of 
rest of the game. Why? Pain doesn’t incorporate 

[Well, I guess it’s ’cause I , . __ 

love the idea of being stuck BBS ~ | 

in one place with a bunch of 

other power-hungry psy- iSlpS 

chos lookin’ to kill. Enter » 

League of Pain, a multiplay- 

er futuristic sport set in a J| 


the spectacular super-moves 
found in Pitball, it features 
very similar gameplay char¬ 
acteristics. Two teams of 
four players battle in a giant 
polygonal arena in an 
attempt to score on an ele¬ 
vated goal. Strangely, both 
teams share the same goal, 
and scoring is determined 
by the color (or “charge”) of 
the ball. In order to charge 
the ball, you must venture 
into your opponent’s end of 
the arena, fight off the 
inevitable defensive flurry, 
and make contact with the 
charging area. If done cor¬ 
rectly, the ball will change 
color (to signify your posses¬ 
sion) and you may take a 
shot at scoring. If you 
(oops!) score with a neutral 
ball, you’ll actually give 
those points to your enemy. 

As you can see, League 
of Pain tries to be as 
unique a game as possible, 
considering the narrow 
scope of this genre. When 
we get around to the 
review, I’ll tell you all 
about some of the various 
offensive and defensive 


strategies at your disposal. I know for certain, 
however, that League of Pain has the hottest 
graphics ever seen in a game of this type. The 
polygonal players and stadium are rampant with 
mad light-sourcing and cool lens flares, and the 
animation and frame rate are truly top notch. 


Be sure to check back with me soon for more 
coverage of League of Pain . Even though big 
name Psygnosis is publishing LOP, I’m afraid it 
might be lost in this sea of PS software we’re cur¬ 
rently dealing with. And, as with Pitball, I’m here 
to make sure that doesn’t happen. G 


CHARGE UP YOUR BALLS! 

BUST THROUGH THE ENEMIES' 
DEFENSE. USE THEIR CHARGING 
PAD, AND YOU'RE READY TO SCORE! 


COOL REPLAYS!!! 

REWIND OR FAST FORWARD AND 
WITNESS THE VCR LIKE SCREEN 
WARPING... AIN’T IT NEAT?! 


GLITCH 

THAT #$&*% 
BALL SHORTS 
OUT MY ARMS!! 
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' it s iitle&tllike.iarid Runner; that focus , 
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- Next Generation 


"It s unique, challenging, and 
packed with addictive gaipeplay. 

-GAMEFAN 


Plover 2 needs 7 more flogsi 


ALSO 

AVAILABLE FOR 
WINDOWS 95 


Opponent sCowed 


Over 57 rounds of gameplay 
15 monster opponents 
Two-player head-to-head action 
28 independent two-player rounds 
Ability to perform different magical spells 




431996 VIRGIN INTERACTIVE ENTERTAINMENT. INC and RADICAL ENTERTAINMENT, LTD. 
All rights reserved. Grid Runner is a trademark ol Virgin Interactive Entertainment, Inc. and 
Radical Entertainment Ltd. Virgin ts a registered trademark of Virgin Enterprises, Ltd All other 
trademarks are the property ol their respective owners. 
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alien soldier was transporting his civilization's 
life-giving ore when the creation of the solar 
system caused his ship to crash, scatter¬ 
ing the ore throughout the newly-formed 
earth. Over time, ten humans came 4 ^ 
in contact with the ore... and they 
all work at GameFan! No, they 
were transformed into this game for 
you to play... War Gods!'. 

This 3D arcade original disap¬ 
peared rather quickly and x 
now has re-emerged on the > x 


PACAn 


1 


earthlings to enjoy. In Midway's defense, I can't imagine 
why it came and went so fast. The game has a juicy 3 D 
engine, hot fatalities and quality animation. Maybe the 
whole god thing (“You are chosen!”) was just to much for 
the neighborhood. WCTs moves are the tap-tap type, and 

yes, it's a block button 
game, but the controls are 
surprisingly smooth and the 
combo system easily 
absorbed. The action 
takes place in real 3D (3D 
buttons allows rotational 
gameplay) and the texture 
mapping which features 
“digital skin technology'' 
(hey don't look at me), is 
actually really good. War 
Gods definitely demands further investigation (plus I 
grabbed enough shots for like 3 layouts), so we'll be back 
with a review in the next issue. If the game comes out 
before then and you're A) an MK fan, or B) like 3D fighters 


PRESS START 


heavy on carnage, you have my permission to just buy it. E 
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Ante up to Crystal Dynamics’ fastest, 

endorphin-based 30 action game. v < ' .* 

~ -• 1 

Your team of fellow speed-mongers includes y v v v ....... 

Nikki, fargus and Sid - an acrobatic wizard, 

a slightly twisted jester and his maniacal puppet-on-a-stick. Blur through unbelievably 
spacious levels of their deranged 3D kingdom while shape-changing into a fire-blasting dragon 
or raging rhino. Just sit down and get taken for a ride, it’s pure rocket fuel. 












When I was a teen growing up in the 80’s, 
motocross parks were abundant. Saddleback, 
Indian Dune and Roughrider were all within driving 
distance. As an up-and-coming racer, I spent near¬ 
ly every weekend for some ten years either racing 
or practicing. Nowadays, cycle parks have fallen 
victim to sky high insurance rates and are almost 
completely extinct. It’s a shame, really. I can’t 
imagine what my youth would have been like with¬ 
out a Suzuki between my legs. 

Since the only flyfn’ I do these days is on the way 
to the office, I’m very happy about Playmates’ VMX 
Racing . Finally, the action is being packaged suc¬ 
cessfully for home use. I’ve wondered 
since I got into gaming, why 
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motocross A 

was not better repre¬ 
sented. Few games exist, and until now what was available 
pretty much sucked (save Super Motocross on the 32X which 

came close). The folks over at Studio E, who are developing VMXR for Playmates, are obviously taking the 
task given them very seriously, as they are creating the single best Motocross game to date. When this 
puppy’s done, watch out. Besides the fact that the riders don’t put their foot out around tight corners 
they’ve managed to stick the mechanics perfectly thus far. The characters look and feel like the real thing. 

Bravo. Six tracks are available for your mud- 
whompin pleasure, ranging from 
long enduros to ultra tight stadiums 
and you can enter a single race, prac- 
or sign up for the entire 
Choose your team (no official licens- 
es here, but who cares?), 125 or 

250cc, and get ready for lightning fa 

fast, ultra-populated racing that’s as \ \ Si- 

real as it gets. It’s so real in fact that 
you’re often hard pressed just to find 
your rider in the crowd as the racers vv 
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over cars 

i and the sensitivity therein, you’ll be adrena- 
& line rushing from the starting gate to the fin- 
Efc ish line. VMXR is a gas to play. As has 

become the standard of late in racing fare, 

* after each moto you can watch as the entire 
% v| race plays back just as you played it. 
k Additionally, VMXR supports two players 
and allows you to split the screen vertically or 
horizontally. Currently, the frame rate drops dra¬ 
matically, so I hope they can iron out the kinks. 

Visually, VMXR suffers from little to no clip¬ 
ping and everything looks mighty impressive for a 
polygonal game. As Studio E enters the Final 
stages of development (the game’s set for a 
March release), Playmates seems headed directly 
for the winner’s circle. E 
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Another fine Core game is 
making its final approach. 
Yes, Swagman , the game that 
even Nightmarens are scared 
of, is almost done. We’ll 
have a big blowout on 
Swagman in the next issue. 



Sari, to display hideous video grabs ot this wonderful new title. We'll make up for it as soon as we get a disc 
Abe's the coolest and Gamespeak, a truly unique feature. We'll do a feature on Abe's Adventure very soon. 
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about Command and Conquer, the 
pseudo-sequel to the hugely underrat¬ 
ed PC action/strategy classic Dune 2 
(also available on Genesis - but it’s 
hard to find). C&C is the third most 
successful PC title EVER, and a 
strong contender for the greatest 
action/strategy game of all time. 

And now, just as its sequel hits 
the PC, console owners are 
finally getting the chance to 
see what all the fuss is 
about... , .. 

(continued) 


It’s not often that GameFan cov- Jr w 

ers both the Saturn and PlayStation , y 

versions of a game in a single review. > r ii * /ICTt f f 
Normally they’re different enough to k 

warrant individual evaluation (i.e.. ONE OF THE 

the Saturn version isn’t as good) but 

in Command and Conquer's case the BEST-SELLING 

two versions are so similar there’s lit- „ 

tie point in splitting them up. Plus * L 111 LLS 

this way I get to wrangle an extra FVFB HITS 

page of coverage for a game that I J J 

feel should be at the top of every THE HOME 
strategy fan’s shopping list. 

If you’re a PC owner, you CONSOLES! 

most likely already know ^ -MM 


KNIGHTMARE 

THE ULTIMATE 
ACTION/STRATEGY 
GAME + 
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Command & Conquer is a real-time 
war sim that puts you in control of one of 
two different military powers, locked in a 
deadly struggle for global supremacy. 

Every time you start a new campaign you 
must choose between either the G.D.I. (the 
good guys) or the Brotherhood of NOD 
(the bad guys), and your choice will deter¬ 
mine both the missions you 
undertake and the forces at 
your disposal (each power 
has certain units exclusive to 
their ranks). Each force 
comes on its own CD ( C&C is 
a dual CD pack) and has its 
own story, featuring some of 
the most impressive FMV 
you’re ever likely to see. 

And I don’t throw comments 
like that around casually. 

The NOD ending is simply mind blowing! 

Unlike some strategy games, C&C is rel¬ 
atively straight forward to get to grips with. 

The search-and-destroy gameplay is instant¬ 
ly accessible, while control is achieved 
through a simple, cursor-driven, point-and- 
click interface that becomes second nature 
after only a few minutes of play. Believe it 
or not, the D-pad makes for a surprisingly good mouse sub¬ 
stitute , and all of the PC’s keyboard shortcuts (guard unit, 
force move, force fire) can be accessed through a combina¬ 
tion of button presses. To control a unit simply click on it (to 


select it), point the cursor where you want it 
to go and click again. If you click on an 
enemy, your unit will attack that enemy. It’s 
as simple as that. The side bar interface and 
group selection is a little more complicated, 
but not very. Every command you need to 
build and control your entire army can 
accessed in a matter of seconds. 

While C&Cs gameplay and 
control interface are refresh¬ 
ing simple on the surface, the 
driving mechanics are infi¬ 
nitely more complex. There 
are hundreds of different 
ways to approach each new 
mission, and no two battles 
are alike. It’s not simply a 
case of the biggest army wins. 
A few well placed soldiers dug 
in at a bridge can stop a far 
more powerful force from advancing, sim¬ 
ply because they have the geographic 
advantage. In C&C , tactics are everything. 
Although you’ll need quick reflexes to com¬ 
mand your units in a combat situation, 
you’ll need an even quicker brain to juggle 
all the various factors going on at any one 
time during a mission. Trying to manage . 
three battles and a base simultaneously is enough to induce 
panic in even the most level-headed gamer. 

Although the mission objectives vary from stage to stage 
(anything from escorting a convoy to capturing a nuclear 
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The Saturn version loads levels slightly 
quicker than the PS version (not a big deal 
when a level lasts an hour) and has vari¬ 
able speed settings (a blessing for long bat¬ 
tles, believe me). The PS version has much 
better FMV and, best of all, a campaign of 
PS exclusive missions. 

Unfortunately, neither version has the 

link-up mode. 


X ^ - PC s awesome 

Although the CPU AI is good, 
i C&C is a game best played 
against a human opponent, 
and it’s lamentable that con- 
|ggy sole gamers should be denied 
this pleasure. Virgin claims 
that they wanted to make the 
Sega version Net-Link compati¬ 
ble but that Sega didn’t pro- 
. v ^e them with the technology 

in time. Whatever the case, I 
smell a missed opportunity. 

f Despite that one BIG downer, Command 

& Conquer is still one of the best action/strat- 
egy games you can buy for a home console. 
In balance, the PS version is the better of two 
(slightly), but the differences don’t really 
matter. Whether you own a PS or Saturn, if 
you have any kind of interest in strategy 
games at all, or even think you might, then Command & 
Conquer is an essential purchase. It’s done more to convert 
gamers to the joys of strategy than any other game in history, 
and, given a chance, it might do the same for you. K 


for your side. Finally, once -f i j . , < 

you have established where 
the enemy base is, and built up 

a powerful army, you attack. -*--■ F'lIIJlIBB 

The battles in C&C are large, 

frequent, bloody, and intensely involving. 

As I mentioned before, both the PS and ™ |J 

Saturn versions of C&C are very similar. 

In fact, in terms of basic gameplay and in¬ 
game graphics, they’re virtually identical. 

They’re also pretty faithful to the PC origi¬ 
nal, with spot-on CPU AI, identical sound 
effects and redbook audio (i am a 
mechanical man!’). The only noticeable difference is the 
graphics - the PC version runs at a higher resolution with 
slightly more frames of animation - but this doesn’t detract 
from the gameplay in any way. 


$1.1257 
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hear the rumblings, ij^ ^ 1 
Something’s coming, ft Eg 

Something big. Something so |§j|® 
awesome, that it could well ^ 
rupture the fabric of our very %^ HC ^ s ‘ S 
existence. Two of the greatest ^ 

3D fighting games ever created 
are about to collide in a 60fps, ! 
armor-breaking, guard-revers¬ 
ing polygon extravaganza that’s 
set to make history. 

After hands-on experience 
GameFan is happy to report that 
Fighters Mega Mix is nothing 
short of astounding. I don’t have the space to 
go into too much detail this month, so here’s a 
run-down on what to expect. 

Fighters MegaMix has 32 characters (that 
we know of), with at least 10 secret. All of 
the Fighting Vipers and VF2 characters 

and this time 


appear (including bosses) 
they’re equipped with new moves and tech- J I I I l 
niques. Remarkably, the VF characters come ' v —‘ 

with a lot of their VF3 moves, meaning a vast chunk of Yu 
Suzuki’s Model 3 masterpiece is instantly transferred to 
MegaMix. The Vipers , too, have had some extra techniques 
added, though nothing like the VF characters. * 

We can confirm that the ten secret playable characters * 
include Janet Marshall from Virtua Cop 2 (who plays like 
Aoi from VF3); Rent-a-Hero from, er, Rent-a-Hero; Bean 
and Bark from Sonic The Fighters; Akira and Sarah from VF Kids; Shiva (the 
missing character from VF1), Deku (a bean), Ura Bahn and the Daytona 
car! There are also some new alternative costumes for a few of the regu¬ 
lar characters, including an astounding new kit for Honey. 

The game has two markedly different modes of play: VF rules and 
Fighting Vipers rules. In VF mode the game plays like VF, with precision 
mechanics and realistic physics. The Viper characters also have no power 
counter techniques (although though the VFers still have armor-breaking 
facilities). In Fighting Vipers mode all hell breaks loose, with floating com¬ 
bos and power counter moves for all characters. 

There’s so much more I want to talk about (the intro, the different one 
player paths, the survival and training mode), but I’ll save that for the 
review. Needless to say, Saturn owners everywhere should start smiling 
now. The ultimate 3D fighting game is just around the corner... 

MAJOR MEGAMIX,COVERAGE IN THE NEXT GAI 
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Move over, Arnold. 

SPOT’s Got More Moves and Better Reviews. 



“...a heapin' helpin' of retro-flavored 
platform-game goodness, and that's a 
pleasant rarity in the 3 D obsessed 
PlayStation world...There seems to be 
addiction written all over this thing. 

-PSXtreme 


To order, visit your local retailer 
or call i 888 4VIRGIN 


“SPOT has found a new home on the 
PlayStation... fun and imaginative 
levels... this game looks outstanding.” 

-EGM 


“Editor's top five picks. 
SPOT Goes to Hollywood 
contains tons of gameplay. The 
graphics are excellent along 
with fantastic sound effects." 

-EMG2 


“One of the finest 32-bit platformers 
on any system...innovative and 
addictive-beautiful graphics, H 
animation, Stirring music. This 
packed with secrets.” -P.S.X. 


“I think it's safe to say that this could 
easily be the best isometric action 
game ever.” —Die Hard Gamefan 


PlayStation 


©1996 Virgin Interactive Entertainment. Inc. All rights reserved. The SPOT character is a registered trademark of Dr Pepper/Cadbury North America. Inc Virgin is a registered trademark 
of Virgin Enterprises. Ltd. Burst is a trademark of Virgin Interactive Entertainment. Inc. All other trademarks are the property of their respective owners. 
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n the surface, Dark Savior looks very similar to its pseudo-prequel 


U Climax’s Landstalker. They’re both isometric action/RPGs with huge 
landscapes and an a compelling story. This time, however, Climax has 
1 j taken full advantage of the Saturn’s 32-bit processing power and CD stor- 
f!h age space to deliver a vast and unique adventure that goes beyond ,V 
// Landstalker to become unlike any action/RPG you’ve ever seen. 4 l- 

i In Dark Savior you play the part of Garian (Ryu-Ya in the Japanese / v j 
version), an elite Rajeen bounty hunter who has finally tracked down / 
and caught his oldest adversary: the villainous Bilan. Bilan is a shape- / ■'/! 
shifting monster that lives only to kill, and has the power to possess / 
his victims’ bodies. Because Bilan cannot be killed by regular / i 


r means, he has been sentenced to death by carbon freeze on 
Jailer’s Island, a notorious maximum security prison run by the 
mysterious warden Kurtleigen. But on the way there, Bilan breaks 


free and goes on the rampage. What happens next is up to you. 

Dark Savior operates an innovative interactive narrative sys 
tern that Climax have termed ‘the Parallel System.’ Depending 
on what you do in the opening ship sequence, the rest of the 


game will be based on one of five different ‘parallel’ 
adventures. Each parallel takes 
place in the same uni- A x T\ 

verse _ ^ o L AK 


SGROU^SWUP 


the same char¬ 
acters and similar locations, 
but a different story. For instance, if you 


T A rO 1/ O * x actually manage to find and defeat Bilan before he 

I 7 \1 ^ escapes the ship, your adventure on Jailer’s Island will revolve 

around something completely different. 

The Parallel System is a seriously cool idea, and adds huge replay value to the game. 
Each parallel has its own specific locations and events (e.g. parallels 3 & 4 have an awesome poly- 
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gon mine cart sequence - the best ever!) and the way the storyline of each parallel ties 
in with all the others is quite ingenious. 

Even though Dark Savior has one, or rather five, of the coolest stories ever to grace an 
RPG, the multiple plot lines are not the game’s strongest feature. The game engine is. Like 
Landstalker, the world of Dark Savior is primarily viewed from a 3/4 isometric viewpoint. 
Climax has acknowledged the weaknesses of an isometric camera (lots of blind spots), and 
has found a solution in the aptly named Hyperion Perspective (see below). Creating the 
environment out of texture-mapped polygons not only gives the landscape a more solid, 
realistic feel, but it also allows for the game camera to be manipulated. 

However, what really impresses is the way Garian interacts with the environment. 

Even though Garian is a flat sprite in a 3D word, he is incredibly responsive, and navi 
gates the terrain as accurately and as fluently as an action/platform character. He 
can run, jump, turn in mid-air, grab ladders in mid-jump and attack at any time, 
just like an action character, but in a vast, detailed, 3D RPG world! 

If there is one downside to the Hyperion Perspective, it’s that the character 
sprites sometimes look a little flat against the polygon landscape, but only when 
you move the game camera around. Other than that the 
graphics are all first rate, and the blend of animated sprites 
and polygon backdrops is almost seamless. The sound 
track is also excellent, with numerous atmospheric 
tracks that perfectly compliment the game’s many 
locations. Dark Savior looks and sounds just 
like you’d expect a 32-bit Landstalker to look and sound - amazing! 

Before I wrap up I do have a couple of minor criticisms, and I wouldn’t be doing 
my job if I didn’t point them out. First, although Dark Savior has some tough sec¬ 
tions, most good action game players will have the game licked in a few days 
play (non-stop mind you). Second, the 2D combat system, though fun, is 
not as polished as the rest of the game. And third, I thought it was a little 
sad the way SOA ‘cleaned up’ the island’s currency. Cigarettes are * 
now ‘chocolate bars,’ whisky bottles are now ‘bottles’ and porno f 

mags have become ‘scary magazines.’ But, hey, I guess I 
should just be grateful that the game got a translation at all, 
and that Spencer Nilson didn’t change the soundtrack. 

Despite these criticisms, I wouldn’t hesitate to recom- a >- 
mend Dark Savior to any and all Saturn adventure 
fans. It’s an epic experience, and like all great 
games, once you start playing you don’t want to 
stop. There’s a distinct lack of decent Saturn |||^ J 
RPGs over here at the moment (Shining ± mc w ^ 

Wisdom, Legend of Oasis, Blazing 
Heroes and er... that’s it), so Dark 
Savior should be greeted with 
open arms. One thing’s for 
sure: Landstalker fans are 
going to flip! 
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PERSPECTIVE 


Landstalker may have been locked in 
an isometric perspective, but Dark 
Savior isn’t. While the main charac¬ 
ters and objects are all traditional 
hand-drawn sprites, the environment 
is created out of texture-mapped poly¬ 
gons, allowing the player the freedom 
to manipulate the game camera at 
any time. Sometimes hidden objects 
are revealed, and sometimes it’s 
handy just to check that Garian is in 
line for a jump. It’s a solution to the 
age-old isometric problem of depth 
perception. Even better, if you play 
with the NiGHTS pad, the analog con¬ 
troller can be used to control the view, 
while the regular pad controls Garian! 
An analog camera? Excellent! 
















g I ^all around you a battle 
bein 9 wa 9 ed between 
the local police force, the 
ft/ g army, and scores of bad- 
W f guys. Another level involves 
#the destruction of several key 
/communications outposts. 

W jfYeah, that’s a cliche mission in 
f flight games, but Black Dawn's 
■frl flight controls (especially its straf¬ 
fing and ascending/descending) are 
f so damn fine-tuned that any mission 
is a joy to play. 

The bottom line: Saturn owners look¬ 
ing for the best chopper game to ever 
hit the system will be extremely satisfied 
with Black Dawn . It never amazes, but it 
will consistently supply you with solid 
gameplay. JS 
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KNiGHTMARE’S CELEBRATION OF CHRISTMAS NiGHTSl 


* I wasn’t here when GameFan reviewed NiGHTS last year, so I didn’t get a chance to voice my opinion. It 
seems that everyone was so caught up in the joy of Mario 64 that they neglected to give NiGHTS the 
attention that it deserved. Unlike Mario 64, NiGHTS is not an immediate game and it takes a fair amount of 
time to get acquainted with the finer nuances of the mechanics. Don’t get me wrong - Mario 64 is definite¬ 
ly a revolutionary piece of software - but in my opinion, NiGHTS is equally as good, just in a different, more 
subtle way. And now that Christmas NiGHTS is here, I’m taking the opportunity to set the record straight. 




* 



[Cnrhvm^l 


l. KARAOKE 

There are those at the 
GameFan office who 
don’t seem to appreci¬ 
ate my rendition of 
‘Dreams Dreams’. 
Come to think of it, 
they didn’t really 
appreciate the tune in 
the first place. 

Personally, I love it, but 
then heck, what do I 
know? I liked the orig¬ 
inal Daytona USA 
tunes! 


T he story behind Christmas ~ 

NiGHTS goes something like 

this. Back in summer 1996 ■Oir 

Sega rush released NiGHTS to get ...j> '4U 

it out in time to do battle with 

Mario 64 . Because of the rush, fl ^ \ . y 
Sonic Team had a lot of ideas left B j ffl ! 

over that they didn’t get to imple- 

ment (particularly the calendar- j ^ J f?f F 8 

sensitive dates). So instead of A HffWv I I P 

waiting for the sequel, Yuji Naka BHaBHaHBHBBBHHSSaHH BUMbI 
approached Sega with the idea of producing a non-profit making seasonal NiGHTS 
disk - incorporating of all their left over ideas - as a gift to loyal Sega owners. Sega 
approved and the result is before you. I mean, does Sega love you or what??! 

At its most basic level, Christmas NiGHTS can be seen as a one-dream-and- 
j® ) one-boss demo of NiGHTS (two if you count Elliot’s brand new course through 


4. NIGHTOPIAN 
COLLECTION 

Yes! Now this what 
we’ve been waiting for. 
The A-Life analyzer 
allows you to take a 
look at all of the 
Nightopians and 
Meepians (mutants!) 
on a level, and informs 
you of their collective 
and individual disposi¬ 
tion. When they’re all 
happy, they sing the 
NiGHTS theme!! If you 
have the full version of 
NiGHTS you can also 
see the A-Life for all six 
regular NiGHTS levels! 
Too cool! 


Spring Valley) with calendar-sensitive seasonal trimmings. But in truth, it goes 
much further than that. The new story, the new hand-drawn CG, the new courses, 
and especially all the presents constitute an entirely new NiGHTS experience. For 
K a fan like me, it’s almost too good to be true! 


>11* piek me? The first th ' n 3 t0 strike y° u when you boot up Christmas 
/4TJ¥C?f f NiGHTS is the graphics. From the title screen to the boss 
LJirllillM I stage, Christmas NiGHTS gives NiGHTS a complete aes¬ 
thetic makeover. Spring Valley is covered in a blanket 
\ of snow, all the characters wear Christmas clothes, all of the level . ^ 

j items (the ideya palace, the balloon claw, the Nightopians, etc.) BW® 
if have been transformed into festive representations of them- 
^ selves, and snow falls constantly, lighting up the ground in 
A tiny little flashes where it lands. Christmas NiGHTS posi- | 
m tively drips with Yuletide atmosphere, and if anything | 
this new look is even more vibrant and col- — 
orful than regular NiGHTS (sounds like a 
laundry detergent ad doesn’t it?). JUmOHHB H v . r-- 

As I consider Mario 64 to be a revolution 3®^. M* - 

in graphics, so I consider NiGHTS to be a revo- ^ ^ A 
lution in sound. Christmas NiGHTS continues LVaJHH 1 
the tradition of aural excellence with a sound- B : 

track so good it’s worth getting even if you don’t 
own a Saturn. The all new Winter tunes are as ; ; 

memorable as anything in regular NiGHTS , [I _ m 


2/3. LINK & TIME 

In the LINK ATTACK, 
NiGHTS is given a free 
run around Frozen Bell 
course one, in an 
attempt to rack up as 
large a link in as few 
laps as possible. In the 
TIME ATTACK, NiGHTS 
is once again given 
free run, this time 
around Spring Valley 
course one, with the 
aim being to complete 
a lap and collect all 29 
objects in as short a 
time as possible. 







































7/8/9. MUSEUM 
MOVIES &GOODS 

The NiGHTS museum 
features over 50 pieces 
of awesome NiGHTS 
art, all lovingly ren¬ 
dered in hi-res, while 
the two movies are re¬ 
mixes of the NiGHTS 
CG. GOODS is a cata¬ 
log of NiGHTS mer¬ 
chandise, including 
cuddly toys and the 
infamous NiGHTS cap: 
the cherished posses¬ 
sion of all true NiGHTS 
fans! And no matter 
what anyone tells you, 
I don’t put on the cap 
and pretend to fly 
around when no one’s 
looking. It’s just not 
true, all right? 


■ |Uj with a brilliant redbook remix of Jingle Bells for Christmas 
time, and an a coppella version of Dreams Dreams when 
you complete the game. 

Elliot’s new dream (basically a new level) is a^^U 

H courses, with potential for two con- 
11 -i tinuous links and a reverse clock- 
H wise path for Giltwing. The intro 

removed someof NiGHTS’ bugs and 
make it more enjoyable. 

I wish had the space to talk about the fluid, intuitive game- 
play, but if I want to fit all the presents in I’d better stop * 

now. The bottom line is this: Christmas NiGHTS 
is an indispensable companion to NiGHTS and a 
super cool product in its own right. I’m stunned ^ 


5. MELODY BOX 

Provided you have the 
full version of NiGHTS , 
the Melody Box gives 
you what all NiGHTS 
fans have been wait¬ 
ing for: the ability to 
mix your own NiGHTS 
tunes! The sound¬ 
track for each level is 
made up of multiple 
(six or seven) bars of 
music, and each bar 
has four different 
strains depending on 
how happy the 
Nightopians are. 
Sega included this 
just for me. 


6. SONIC 

Sonic: Into Dreams'. 
Why the hell not! 
Rather than fly around 
Spring Valley, Sonic 
runs around with a 
super double jump to 
snag those hard to 
reach chips. The boss 
for this section is Puffy, 
who’s been made up to 
look like Dr. Robotnik! 
What’s more, the boss 
music is actually 
taken from the final 
boss in the import 
version of Sonic CD\ 


at the amount of effort that’s been put into this. 

It represents an 

unprecedented dis- || 3 ^|P 

play of generosity 

and respect from 

Sega to its fans, and 

let’s face it, you y 

don’t see a free % & 

Christmas Mario or $0 
Crash , do you now? 


\mn ffarm 


10. REALA 

Just when you think 
you’ve found all the 
presents in Christmas 
NiGHTS, along comes 
Reala to prove other¬ 
wise. Just play the 
game on April ist and 
a new option appears 
on your presents 
screen - REALA! Now 
you too can fly around 
Spring Valley as 
NiGHTS ’ arch enemy, 
executing hapless 
Nightopians without a 
shred of conscience. 
Mwa ha ha ha! ‘There 
goes one now!’ 
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When GameFan reviewed the PlayStation 
version of Spot Goes to Hollywood last year, it got a bit of a 
kic king. 1 didn t play it then and so had nothing to go on hut iny 
fellow editors’ opinions. So when the Saturn version finally came in (over 
two years late!) 1 expected the worst. 

Spot kicks off with an awesome rendered intro (among the best I've ever 
seen) involving a bubble floating down over Hollywood into a movie theater, and 
Spot getting sucked into the big screen, it’s a lot grainier than it was on PS, but the 
frame rate is high and it's full screen. In fact, all of the CG scenes in SGTH are first 
class. Maybe that’s what took Virgin so long. 

Once 1 got into the game itself I was pleasantly surprised. Spot is actually pretty 
good fun to play. The mixture of pre-rendered backdrops and traditional hand-drawn 
animated sprites works well, while Tommy Tallarico’s John Williams-esque soundtrack 
perfectly captures the cinematic mood of the game. The levels are varied and chal- 
lenging, and Spot himself is actually very responsive (E. Storm believes the control has 
been improved for the Saturn version). 

Unfortunately, the main problem that plagued the PS version of SGTH makes a 
return on the Saturn. Because of the isometric perspective, the depth perception is 
portrayed very badly, and sometimes the only way you can tell where things are is by 
their shadows (which not all objects have). An extra life that looks like it’s on the 
ground at the top of the screen may actually be in the air in the middle. It’s very frus¬ 
trating to die just because you can’t tell where the next platform is supposed to be. 

Other than that, I like Spot. The different movie settings are cool, and finding all the 
hidden levels and stars provides quite a challenge. The restart points are well posi¬ 
tioned and you can return to any completed level at any time to hunt for stars. I still 
believe that isometric platform games are a bad idea in principle, but somehow Soot 
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quest after you’ve beaten 


Even though DragonHeart 
wasn’t that good a movie, you’ve 
got to admit, it’s still pretty good J Vj 
source material for a video WllSBP 
game. A valiant knight teaming 
up with a fire-breathing drag- \ V f\ Jj9jF : 

I on to fight a powerful tyrant 

and his evil army? There’s a 14 ®' * 8SHI 
lot of potential there. So it Ik J 

comes as no surprise to learn if Jl 

that the license-meisters at . 

Acclaim have snatched up 
the rights to the home ver- 

sions and released both a PS G|=s=== —- 

and a Saturn version of 
I DragonHeart to ride the 

B Christmas wave (a little 
late to cash in on the 
movie, methinks). 

DragonHeart is a 2 D 
action/platform game in m 
the same mold as p 
Skeleton Warriors . You 
take control of a digi¬ 
tized Dennis Quaid (the latest actor to 
be immortalized in silicon) who must 
| fight his way through multiple side 
* scrolling levels that mirror the plot 
from the movie. Along the way 
you’ll meet Draco, a fire-breathing 
>t> \ i v dragon who joins you in your 


P | him in combat. Once Draco 
IfjHF 1 "' 4 is your ally, you can ride him 
IBarL J§§¥ in 3 D FMV sections, or use a 
Fnff Sf|f horn to summon him during 
Lf cl regular play, as kind of a 
||Ri “smart bomb” alternative. 

Your character is 
equipped with a sword and a 
number of attacks (including 
PeSI a rear stabbing attack like in 
the movie) and the combat 
’»■ ®system introduces a new 

• raf f |jj| ‘strength’bar which actually 

\. ^. tires your character while he 
fights. Attack too much and 
glM he pauses to take a breather! 
By 1 It’s an incredibly lame idea, 
and adds frustration to an 
gfrggj U m already fiddly control sys- 
Mh Hi tern. Whoever was responsi- 
WSS Sift Me should be sat down and 
made to play Ghouls W 
Ghosts and Castlevania till 
they realize the error of their ways. 

DragonHeart has some nice art and some 
good ideas, but the poor controls and ropy col¬ 
lision detection make the game almost 
unplayable. In an age where action/platform 
games have been refined to an art form, 
DragonHeart just fails to impress. K 
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EVEN THE MOVIE 
WAS BETTER... 
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Puzzle Fighter Experiment Log, Day 1 : 

A member of Team GameFan enters 
my lab, handing me a Saturn version 
of Super Puzzle Fighter II Turbo , and y 

the experiment begins. Capcom has presented 
a rather interesting premise; to make sure 
their new puzzle game would have instant 
recognition and appeal, they spliced it in a 
vu test tube with genes from Streety^'^Mr 
Ip Fighter Alpha 2 and Night Warriors. ^ J \ 
The result? An irresistible puzzle 
Wm' game with somewhat of a fighting game 
mY feeb You begin by choosing from a roster of 
popular Capcom characters, and as you play, 
P your onscreen personae battle it out depend- 
in ^ ° n how youre d° in gIn the game. It’s all 
wrapped up in an extremely cute and light- 
\ v ^ hearted package, and I especially appreciate 
super-deformed Lei-Lei, who is so adorable 
that I cannot get her out of 
my thoughts (Note to 
myse//; Get out of 
l a b more often). 

Day 2: As 1 exam “ 

*ne Puzzle Fighter 

g IS c * oser ’ * begin to 

9 C uotice that it is a 

pretty simple ere- 
MHSHHiRBMHlH: ation. Gameplay is 


very reminiscent of many before it, doing little 
to be original or groundbreaking. Colored 


/ x *° original or groundbreaking, 

7 (SpJpS* l gems fall from the sky, you match them 

up with others of their kind, and your 
^XxJ^goal is to make them vanish by 
" using the spheres which rid any 

similarly colored gems they touch. As I play, 
however, I find that while the game itself may 
not be revolutionary, it is an enjoyable expe- 
PJf rience. Yet, I seem to detect a deep- X/k 

y V \ or, more primal attraction to 
this game; the sheer joy of demolishing fx 
your opponent, and seeing your onscreen 
character do the same to their opponent, hiK^ 
gives you a feeling of superiority and V ^ ]jm 

strength. Interesting. ijLw; 

Day 3 :1 find myself unable to stop play-, 
ing. Each time I play, I tell myself that this 
will be my last game, but, upon losing, my 
thumb rapidly taps the 
L_ start button to play 

again, no longer 1 
under my control. ,! y 

\ . \f / ) 1 am gdUng almost 

no sleep, and my 

v|/ \N$t> mind can no longer 1 " XX 

t imk srt ... er, think 1 XJUgr 

straight. 

v\y Day 4 : Itchy. Tasty, 


SHIDOSHI 

LEI-LEI! (SOB!) 
LEI-LEI! (I’VE 
GOT TO GET 
OUT MORE!) 





/-J A&"Z ~"M r fr 

j \ 

i 




j y, x X. v 

y - \ 

\ 






l 

k % 


■J \ 


Jm 




( — , ^ri v — ■" > \ j _/ ^ 


; k|jl r, 


•z rsrs pE Psr& s rg r 




























































^S^^^UI' Stor n O-T-f *□ it 

f LID OC UD 1 A UP 7 


% HP 26 HP 14 


Storm 0-f< *Oti- 

HP 19 HP 13 HP 17 






Rl 


lit ill 


31 






Jib'll'J it 



,A 


tj || III M itpj 


* r 


f$-gj ! 


Games like this could put Sega back on top. Sonic Software Planning's sequel 
to Shining in the Darkness, Shining the Holy Ark, is the best 1st person RPG 
I've ever played. The CG and polygonal environments are incredible, the move¬ 
ment, fluid, and the battles... magnificent. I was expecting a good game to play 
over Christmas break, but what I got is beyond great. The environments now 
include real time towns, forests, and dungeons with amazing depth. Well 

review StHA next month. SOA must hurry 
and get this game to you!! 


11 ife ifeii' 

■L*.. W ■ 





2 ** ** “ 4 " 


!:- jgLj" 

F ' v 

mu m 

! Worn n-r< *Ox-r I 

HP 16 HP 17 HP 11 


i! 


f - u 

y m - 

1 * " 





\| 

C 





U l^gjl 

1 1 


IT 1 

U J 

■ 




Now Here's a Saturn exclusive that 
Sega needs badly over here. GO, 
the follow up to the highly 
acclaimed “D sets Laura in a fright¬ 
ening (and I do mean frightening) 
environment, host to cloaking 
beasts which kill instinctively. 
Theres terror around every corner. 
The FMV in GO is by far the high¬ 
est quality yet exhibited in a Saturn 
title and the game is just too cool. 


The RGAL TIMG polygonal dungeons in GO add a new level of true ana nit yamt is* jusi iuu »-u 
gameplay to Kenji Gno's 2nd horror epic. There's nothing quite We ll review GO next month and 
like battling something you can hear, but not see.... hopefully report on a US version 
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I can’t believe Nintendo decided to launch the N64 without the .. ‘ 

longer wait than I had hoped, but StarFox 64 is, at long last, a reality. 

The storyline is hardly a new direction; it’s actually a remake of the original StarFox, not a sequel, and has the 
mechanics do take the series in a slightly new direction. Intended as an intermediate step between the 1993 oriqinaT 

Starhny / StfithnY RA hQC hnth ct^oinhl-ohonrl fnKAorJ AAx A li; M f. I __I__I__ . 3 . 


game that first put “Nintendo” and “polygons” in the same sentence. It’s going to be a 

same plot. But a few of the game 
« I and the long-since-scrapped 

and rrpu/ arp i.cnaiiw rfnn'f7nhtsn«""*th'-’ "7— —■■■■■» ■^els, and go anywhere-type Cybermorph levels. In these new, free-flying levels, Fox 

eh? theseIplpkn i^h IZV 0rOUP h^ enem .' es ’ or attacking some ground installation. While not quite as action-packed as the standard lev- 

eis, these levels put your flight skills to a much more rigorous test than the standard levels do. 

air Inn nr/ n Thp W tan! l L a n d t dit | i0n iS J he ne ^,^? d " b u Sed * ank leve,s - ,n these > Fox rides alone on the ground, while Peppy, Slippy, and Falco provide the 
Ppnnv^siinnJSL^iP^ 0 " r0 h pre y mu ? h lk .? *5? sh , l ? s ’ but wi,h the abi,it V *o suddenly roll left or right via the Z-Trigger and R-Button. Third, Fox, 
nE« S »S™ F m , 3 9 ° 3t each others furry throats in the special 4-player battle mode, a la Mario Karl. And speaking of McCloud’s corn- 

tor now) V V ar ° Und - N °' ,he bMp bNp bleep bleep ” Speech ,hey had in ,he ori9inal ’ but ac,ual apaach •" actual!. Japanese(mil, 

pffppt^ph^!nnm!fn 9 i e ^actiy what you’d expect from the N64. The frame rate is high, the textures are fantastic, and the polygon bosses and bomb 
nniwnnn r!„ P AS! m , The . real ,im . e intermissions, which now feature fully modeled characters (not just ships), are impressive displays of the N64’s 
PQlygo^capabilities^ot so impressive are the deep space levels, which, free of fog, have some very unsightly pop-up. But Nintendo’s still got a month 

^ /i or two to go before StarFox 64 goes into produc- 

1 MORE THAN A tion, so let’s hope they can do something about 

IBWIr» v x-/ aMMFRFOAMF that. Judging by what we’ve seen thus far I can’t 

r ’§■ m '- rn - imagine Starfox being anything less than yet 

|fe_ W STARFOX another legendary Nintendo 64 game. 


THE JOLT 
PACK ALLOWS 
THE PLAYER 
TO FEEL THE 
EXPERIENCE. 
TAKE A HIT * 
AND YOU'RE l 
SHAKIN' 

BABY! 


■ THEY WIN '- 1 
E. STORM/KID \ 
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Super Mario Kart is one of the 
7 m best-selling Super NES carts 

x of all time, and with good rea- 

► \ eon: It’s absolutely brilliant! 

SMK’e balanced structure and 
1 ' / perfect handling give it near 

^ infinite replay value, and even in 

this era of 64-bit consoles, 
gamers everywhere still find time to break out the SNES for a 
quick 150cc Grand Prix. No other combat/racing sim has even 
come close... until now. With gaming guru Shigeru Miyamoto 
at the helm, NCL have set out to create the ultimate sequel: 
a four player simultaneous 96-meg Mario Kart with 64-bit 

__aesthetics, 16 new tracks, 2 new characters, new 

and refined control. 
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f 1 can t believe I’m writing this. More to the point, I can’t believe 
I’m playing this. Not six months after the N64’s debut, and 
already Nintendo has given me a 64-bit sequel to my favorite 
SNES game of all time. Mario Kart 64 is an 5MK lover’s dream 
come true, and even though it has some problems, it’s still light 
years ahead of anything else in its genre. 

Ok, let’s start with the graphics. You can get a sense of the visual 
quality from the accompanying screen shots, but (and I hate to use a 
cliche) wait till you see this baby moving. In one player mode, it’s 
pure 30 fps texture-mapped joy, with ^ I 

awesomely-animated, rendered char- 
acters, detailed tracks and the best 3/3 

use of color this side of NiGHTS. | 

From the moment you hit start you 
know that this is 64-bit power: mip- 

mapping, anti-aliasing, seamlessly f jg* - JH 

scaling sprites - no other system can 1 Bjrlaw 
touch this. I’ve not a fan of the rendered 1 
‘plastic,’ but it seems to work here. 

The music was composed by NCL’s in- 1 M 
house maestro, Koji Kondo, and bops I 
along happily in the background, with a iW 

frantic final lap remix to add tension, I ■ 

The sound effects are of a similarly high ' —— 


quality, and I particularly 
Sf® like the way your kart pro- 
duces visual cartoon 
effects,’ like ‘BOING’ when you jump, or the letters 
that come off your tires when you power-slide. 

16 tracks may not seem like a lot (the original had 
20) but these are longer and more spectacular than 
anything in 5MK. You’ll recognize a lot of the loca¬ 
tions from 5MK, but I guarantee you’ve never seen 
them look like this. Bowser’s castle has fire-breath- 
[ ,n 9 statues and crushing Thwomps, the Ghost 


V control system, these tracks are wider 
and easier than anything in 5MK, and lack 
the intricacy and cunning of some of 
^ SM/Cs more challenging courses. Case 
^ in point: Rainbow Road has no diffi- 
B cult turns, and in 50cc mode takes 
■ around 10 minutes to complete! 

For me, the biggest question hang- 
^ ing over Mario Kart 64 was how would 
the analog stick affect the SNE6 control 
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system (one of the finest in 
existence)? Well, for the 
most part, the answer is 
amazingly well. The karts 
now respond much A 
more realistically than 
in 5MK, and while this HI 
is 99% a good thing, ^ 
5MK experts may find ^ 
it tough to adapt. If 
you want to swerve to 
avoid an item, you 
have to start turning KM 
much earlier. The |||gJr 
power sliding system fSjfe 
is a work of genius Ml 
(hop into the slide), |p| 
but the speed you gain 


using the various new power-ups is as important as dri¬ 
ving fast, and although some GameFan editors seem 
to like that, personally I prefer a race to be about dri¬ 
ving skill rather than getting lucky with a random 

p ower - u p- 


There are some problems with the CPU Al 
00 T (the enemy karts in Grand Prix cheat mas- 
s ively to keep pace no matter what speed 
- ') v you go) but, unlike 5MK, Grand Prix isn’t 

where it’s at. Mario Kart 04 has been 
designed as a multiplayer bonanza, and it’s in four 
player mode that the game really comes into its own. 
Even though there is a sacrifice in detail and frame 
rate (has 64-bit reached its limit 
already?), alongside domberman this 
is one of the most enjoyable four 
player console games I’ve ever 
experienced. The battle mode 
(with four specifically designed 
■ tracks) is also a great addition, 
and really takes on a life of its 
own with four players. It’s an ideal 
m party game, and something that every 

J gamer should experience. 

(M So Mario Kart 64 is yet another superb title 
U from the Miyamoto stable. In my opinion it’s not as 
Sp finely tuned as 5MK (I prefer the balance to be on 
S racing), but the four player mode pretty much 
H: makes up for that. It’s a shame that there are no 
* r extra options to allow you to fix the balance yourself 
l|F (e.g. number of laps, frequency of weapons, e.t.c.) or 
■ that the only reward you get for beating the game is 
S a mirror mode, but these criticisms all fall by the 
ou get into joy of a 4 player battle. I’m a little disap- 


is only marginal, and because the ■ 
courses are so wide, it’s rarely neces- V 
sary. As a result, the game is much eas- M 
ier to just pick up and play than 5MK, but 
the difference between an expert 
and novice player is not as acute. 

This change is further empha- p ESI 
sized by a shift in game struc- | 
ture. The different physical 
attributes of the various charac- 'W ; 
ters are much more subtle than in 
5MK, and because driving is easi¬ 
er (even on 150cc) the strategic " 
emphasis has switched from JftH 


speed to weapons. Collecting and 
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I t's a testament to Star Wars' undying popularity that a 
spin-off story can create the same merchandise as a 
movie. We've got SOTE action figures, a comic book, a 
soundtrack, a fan club, and you guessed it, a video game. 

Set in the period between Empire Strikes Back and Return 
of the Jedi, SOTE (the game at least) tells the story of a 
smuggler named Dash Rendar, a mercenary who gets caught 
up in an evil Prince's plan to replace Darth Vader as the 
Emperor's right hand man. Like the SNES Star Wars games 
before it. Shadows of the Empire is a multi-genre title that 
incorporates a number of different game styles over its 10 
large levels. Let's have a look, shall we? 


NINTENDO 64 


thtst bosses m touch! BOB A FEU urn his bounty hunt to 

CHUMS CAN Kill YOU IN STC0N0S! TAUT COUTH, BASH! 


OUTRIDER (Levels 3 and 10) -j Another stage taken 
directly from Super Empire Strikes Back and given a face 
lift. Blasting asteroids and TIE fighters on level three is 
fun, but it pales in comparison with the epic space battle 
on level 10. You are given full control of Dash's ship, and 
get to fly around Xizor's space station while X-wings, TIE 
Fighters, Star Vipers, a Star ■ 

Destroyer and even the 

Millennium Falcon all do y 1 

battle around you! Best of P 

all, after you take out » ^ Jj 

Skyhook's gun turrets, you p' • 

the space station and blow I 


SNOW SPEEDER (Level 1) - If you were impressed by the 
Mode 7 Hoth battle scene in Super Empire Strikes Back, 
wait till you get a load of this!! Awesome visuals, silky 
smooth frame rate, perfect control, and sampled sound. 
What more could a Star Wars fan ask for?! The 3D mod¬ 
els of all the vehicles are remarkably authentic and even 
though the AT-AT's do seem to moon walk, this is proba¬ 
bly my favorite section of SOTE. A great way to kick off. 
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up the reactor core, just like Return of the Jedil It's worth 
buying the game just for this section alone!! 


SWOOP BIKE (Level 6) - Even though this is definitely the 
weakest stage in the game, it's kind of grown on me. 
Control of the swoop bike is initially very awkward, and the 
way it responds to obstacles is incredibly frustrating. But 
once you get the hang of it, you can hit some pretty incred¬ 
ible speeds. The graphics are smooth, and it's nice to final¬ 
ly be able to see what Beggars Canyon looks like. 


DASH REMDAR(Levels 2, 4, 5, 7, 8, 9) - SOTE's 
first-person perspective scenes are obviously influ¬ 
enced by LucasArts' other 3D Star Wars shooter. 
Dark Forces. They share the same control (jump, 
duck, look, etc.) and trademark Star Wars sound 
effects. Unlike Dark Forces , however, SOTF gives you 
multiple camera angles so you can actually see Dash 
in the third person. Tomb Raider style. Nice idea in 
principle, but in practice LucasArts have failed to 
make a system which works for both cameras. 

The analog stick works well for steering, but oth¬ 
erwise movement and control of Dash is unwieldy. 
Plus, I can't believe LucasArts didn't allow you to 
customize your own 
buttons. All the avail¬ 
able configurations 4^ 
have problems, and 
although you do get 
used to it, control is J| 
still weak. 

Each of the 6 corridor 
levels has a unique set- I 
ting, and range from the 
rebel base on Hoth to 
Prince Xizor's palace. They 
are well designed and 
immerse the player in an 
impressive 3D environment 
while keeping the ambient 
Star Wars 'feel'. The N64's 
graphical muscle is put to 
good use, with realistically 
animated polygon charac¬ 
ters, mip-mapped textures, 
epic (read huge) environ¬ 
ments and a smooth (but not 
super smooth) frame rate. 

There is mist, but only in the 
very far distance, and it 
doesn't detract from the 
gameplay in any way. 


r.v •• * 


All of the stages are unit¬ 
ed by a consistent graphical 
and audio theme, and even 
though the mechanics 
change from level to level, 
you don't feel like you're playing a different game. The 15 
minutes of sampled audio works much better than you'd 
expect, and the looped tunes are only really noticeable on 
long levels, like Gall Spaceport. 

Overall, although it has its problems, SOTF manages to be 
greater than the sum of its parts. Even though there are only 
ten levels, the variable difficulty settings and hidden chal¬ 
lenge points add replayability. Apparently, SOTF was sent to 
Miyamoto for evaluation, and he replied with a list of fixes 
which LucasArts only half implemented. If this is the case, 
then LucasArts have only themselves to blame. I'd say that 
SOTF is good game (make that a very good game), but not a 
classic. For Star Wars fans and N64 owners it's definitely a 
good buy (in my opinion the best after Mario 64 and 
WaveRace) but with a few changes it could have been some¬ 
thing really special. K 
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W e’ve been waiting for an 4^ ■ : l \ ^ 

N64 version ot Killer Instinct \ ■ 

since the arcade original was first 
released, but no-one really quite knew what to IP* — 
expect. Would it be worse? Would it be exact? 11 

Well, no actually, it would be better! In their first \ * 

stab at N64 development, Rare has once again 
achieved the impossible and converted a $2000 arcade game to a $70 
N64 cartridge... and improved it! 

Ok, facts before opinion. Kl Gold is an enhanced conversion of the 
KI2 coin-op, with the same number of playable characters (11 including 
Gargos), the same game engine and a few exclusive features, includ¬ 
ing a training mode, a practice mode (where you can see your moves 
like Tekken 2), gold/shadow characters and a host of new gameplay 
options (cheap juggles, early ultimates, quick openers) that can be 

' 'jiv its on 


Graphically, Rare has done a great job of cramming the coin-op into a 
96-meg cart, and even though there had to be some compromises, it 
still looks remarkably faithful to the coin-op. About 10% of the anima¬ 
tion frames have been cut due to memory constraints, and in order to 
keep the frame rate up, the anti-aliasing had to be turned off. 

However, to make up for this there are more colors in the rendered 
characters, different camera angles, smoother scaling and better trans 
parencies than the arcade. And all at a silky smooth 60 FPS. 

The biggest surprise, however, are the all new real-time 3D polygon 
backgrounds which look (in my opinion) every bit as impressive as the 
arcades pre-rendered backdrops. Jago’s bridge and T.J. Combo’s 
street are outstanding, and I particularly like the way the camera 
swoops down through the castle hall at the start of Sabrewulf’s stage. 

KI2 had great music, and despite what you may have heard, Kl 
Gold's music is nearly identical. All of the coin-op's stage tunes 
and intermission music is intact, and yes that 
includes singing and rap! The sound effects / s 
are also arcade perfect, with jnf 

sampled screams and clear 


earful of this. 
Now, I’ve got 
to be 


KNIGHTMARE 
Look, an ULTRA 
COMBOOOOO! 
Right... Time 
for some tea! 
Back in five! 
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honest with you: I’m not the 
.. biggest fan of /ffs hybrid gameplay. 

There’s no doubting that /f/ fights are fast, furious 
and brutal, but I’m not that keen on the million hit+ ultra 
combo system. I appreciate that long combos are tough, 
and that the larger they get, the easier they are to 
break, but it’s just normy style. It’s cool that you can 
start a combo from the ground, take it into the air, then 
finish it back on the ground, but in my opinion every hit 
of a combo should be earned. I mean, you can pull off 
some pretty amazing stuff just by wiggling the pad and tap¬ 
ping the buttons randomly (though, admittedly, that won’t get 


you very far against a Kl pro). There’s a standing joke in the 


office that when Enquirer or Hikaru start a combo on you, you can go 
and make a cup of coffee, drink it, come back, and the combo still 


won’t have finished! 

I suppose what it comes down to is what type of gamejilaf you fe< 
\ comfortable with. People who criticize /T/ without having ever played 
^ it are as foolish as those who praise it without recognizing its faults.' 
There’s a lot of technique in there, almost like an SNK style beat-’em-J 
up, and those ridiculous combos are equally as difficult to pull off in a| 
? two player battle. Personally, I prefer the balance and timing of the 1 
Street Fighter series, but that’s just me. 

For what it is, and what it does, I would have to commend KI Gold 
as a decent fighting game. If you’re a Wfan, then this review is 
pointless. You’ve already bought it. If you’re not a Kl fan, and 
you’re in the market for an N64 beat-’em-up, I’d recommend this 
over MK Trilogy any day of the week. K 
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KNIGHTMARE 

IF YOU LIKED IT IN 
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THIS ISSUE S 192 PACKED 
PAGES CONTAIN... 
QUARTERBACK CLUB ’97 
ALL THE BEST PLAYS! 
SAMURAI SHODOWN 4 
EVERY SINGLE MOVE! 
VIRTUA FIGHTER 3 OVER 
950 MOVES & TACTICS! 
STAR GLADIATOR EVERY 
SINGLE CHEAT & MOVES! 
LEGACY OF KAIN COM 
PLETE WALKTHROUGH! 
WAVERACE 64 COURSE 
TACTICS AND CHEATS! 
DARK SAVIOR ALL FIVE 
PARALLELS REVEALED! 
M.K. TRILOGY GASP AT 
THE 100% COMBOS! 
POWERSLAVE ALL 23 
DEVELOPMENT DOLLS! 
SUIKODEN ALL 108 
CHARACTERS REVEALED! 
K.l. GOLD STUNNING 
ADVANCED COMBOS! 
TOMB RAIDER A HUGE 
WALKTHROUGH!! 

... AND MUCH MORE! 
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CALL NOW! 1 -888-426-3326 AND TAKE IT WITH YOU!! 
























“‘TRANSMISSION BEGINS*’ 


WE RE ALL 
DOOMED. I TELL YA! 


AN INTERVIEW WITH 

WILLIAMS ENT. 


Folks, welcome one and all to Chief ‘Gunner Hambleton’s 
interview with the team responsible for the upcoming con¬ 
version of Doom for the Nintendo 64. Infiltrating numer¬ 
ous border guards and horrible frothing mutations, I was 
granted an audience with two of the team. During the time 
I spent v/ith these two chaps, vie ordered Mexican food, 
played an almost-complete version of Doom 64 (which 
incidentally, was stunning), and even talked at length 
about Iguana's Turok/ The following makes an absorbing 
read for anyone even remotely interested in loading up a 
mini-gun and cutting dov/n swathes of pus-filled horrors 
from Hell. Okay then. Let’s rock! Who are those two burly 
marines I see striding out of the mist? 


what they wanted to see? 

AS: In the beginning., they sort of set us on some sort of 
direction, they wanted us to be true to what Doom was; 
originally v/e had a lot of ideas and v/e v/ere going to take 
Doom in a different direction, and they were very like; 
“er...no, Doom is like this. don’t screw with the equation 
too much, you can do this and this and this...!” 

Because I heard that you had some intention to create 
a slightly different look from id’s original plans... 

AS: Yeah, we went off and v/e had sort of a minor, false tan¬ 
gent; v/e thought v/e v/ould add more different types of 
architectural elements because v/e wanted to exploit the 
N64, to make up a bunch of architecture and bring it in, and 
they v/ere like, “Cool, but that's not really Doom 


that's what our strategy was, dark and sinister, so v/e're try¬ 
ing to deliver that with all of the elements. 

Doom 64 had all nevi designs for the weapons graph¬ 
ically, v/ho’s decision was it to redesign them? 

AS: That v/as a Williams/Midway thing; that is what v/e 
v/ere tasked to do; v/e v/ere tasked to bring Doom to the 
N64 in a v/hole new way, something all new, so all of that 
v/as on the art side, in terms of coming up v/ith v/eapons 
and the look of the items... 

SG: ...like the monsters, for example. The Mancubus. it's 
got some of the features that remind you of the old style 
Mancubus, but it's been redesigned and the animation's 
been changed. He's still the Mancubus, but he's a lot dif¬ 
ferent. And the Plasma Gun, it reminds you of the Plasma 


AS: My name is Aaron Seeler. I’m the lead programmer on 
Doom for the Nintendo 64. 

SG: My name is Sukru Gilman. I’m a lead artist on Doom 64. 

Good to meet you. Right, let us begin. For this con¬ 
version, how long have you been working on it, and what 
percentage of it is complete? 

AS: The game has been in development since about the 
beginning of the year, around January, or late December, so 
it’s been about a year. We’ve been in preproduction earlier 
than that, though. 

So is this a conversion? 

AS: It’s a bit of a mislabel to call it a conversion, because 
it very much is a new Doom. It’s not a Doom 2. 

SG: We’re not using any of the old stuff. 

So what would you say; it’s 50% complete? 

AS: On no, it’s much farther than that. I v/ould say it’s 
maybe closer to being around 90%. 

When is it due to release? 


SG: They said, “Why don’t you try it,” and they saw it, and 
said; “...er, that’s too ‘Inca’ for us, but why not try this?” 
AS: It v/as very Hell-oriented. Id v/es very particular about 
their game, and I understand perfectly, but v/e v/ere allowed 
to experiment with some areas of the game which v/ere 
changed, and then v/e did some stuff, and the stuff that 
they saw they were very pleased v/ith, and at that point they 
basically said, “Okay, you guys are on track,” you know, 
keep going in this direction, and it will come out really well. 

What size is the cartridge going to be finally? 

AS: 8 megabytes. 

Does the Doom 64 engine allow for true 3D level design? 
AS: Close... I would say it’s hybrid 3D. It's 3D because 
that’s what the N64 polygon engine is. Whereas the PC v/as 
a 2D hack, the levels are 3D nov/.There’s restrictions that v/e 
put on it to maintain v/hat Doom v/as, I mean there’s no look 
up and look dov/n. I mean those things aren't Doom, there's 
no flying around, for example. The stuff can be done, but it 
v/asn’t because the game wouldn't have been Doom then. 


Gun but it’s been greatly enhanced. 

So they’re basically just enhanced versions? 

AS: We took the elements, and we took v/hat v/e thought 
the best part of those elements v/ere. and enhanced and 
then added to it. 

Are all the monsters and v/eapons exclusive to the N64? 
AS: Yes. 

So you’re not going to be making a cut-down version 
for PlayStation? 

AS: Not that v/e know of. I mean, v/ho knows? Maybe in 
the future... 

SG: It’s just tailored for the N64, 1 couldn’t see it working 
on anything else. 

Are there any specific v/eapons that we ve not seen before? 
AS: Yes. We don't v/ant to talk about that, it's part of the 
plot... Well, it all v/eaves together... 

How are the attributes of the guns compared to 
previous versions? 


AS: I think it’s been targeted for the first quarter of ’97 
So would you probably say around March? 

SG: Probably. Around then. 

How many people do you have v/orking on it? 

AS: Around eight. 

SG: We have three level designers, and v/e have about 
three artists. 

Did you use any of the code from the PC or 
PlayStation versions, or did you start from scratch? Is 
there anything that you used from other versions? 

AS: Well, I v/as the lead programmer on the PlayStation 
version, so a lot of the work I had done there really gave me 
a good chance to know the game inside and out, so a por¬ 
tion of that v/as used; basically some of the core game 
algorithms which gives Doom it’s definitive characteristics. 
That was mainly it. The Nintendo 64 version has a v/hole 
new rendering engine and a fair amount of the game logic 
got rev/orked, basically to take advantage more of the N64 
architecture; it’s got a floating point unit and it v/as 
changed in a number of areas to help it move a lot faster. 
So a lot of the code got changed. 


Can you for example , v/alk on a platform, jump down, 
turn back on yourself and walk on another platform? 

AS: You'll see... Yes there are areas in the levels where 
there are basically underpasses and overpasses. 

Are all the levels in Doom 64 newly designed? 

AS: Yes. There’s nothing that’s old. 

Hovi many levels are there in total? 

AS: Approximately 30. 

Are these similar in fashion to the previous Doom lev¬ 
els? Do you have to do the same sorts of things, like find 
the three keys and then exit? 

AS: Urn, yes, but there’s more to it now than just the three 
keys. That does exist because that’s part of Doom, but fin¬ 
ishing the level doesn’t just involved getting the keys; 
there’s much more skill and strategy that's involved nov/. 
You really have to be a master of the control; just to be able 
to do certain things and certain actions. 

SG: A lot of things happen this time and it’s pretty diffi¬ 
cult. It’s not just find the keys and open the door and 
you're out, you do have to solve different puzzles and you 
have to be paying attention. 


AS: For the most part, very similar, and there's new stuff 
that’s going to change slightly. The Plasma Gun is going to 
work like the rapid-fire gun that you remember... 

And the BFG is still going to take out huge hoards 
of mutants...? 

AS: But it’s going to require understanding how the 
v/eapons work a little better in terms of their spray radius 
and their blast radius. I mean you can just go in and start 
carnage but it’s going to be really difficult unless you 
understand the fine points of the v/eapons. 

What frame rate is the game currently running at? 

AS: 30. 

Have you used the N64 custom hardware to include 
graphical effects? 

AS: Yes. 

What sort of effects can we look for? Maybe light 
sourcing? 

AS: You’ll see light sourcing, filtering and other effects. 
The alpha channels are heavily used. 

Does the N64 version have more frames of animation 
than before? 


Were there any of the core elements that got changed? 
AS: There v/ere a few core elements that got changed... 
SG: ...a lot of custom things... 

AS: ...yeah, I mean the... I’m really not sure how to describe 
it... the stuff that gives Doom some of it's behavior, I mean 
things that you v/ould expect, but a lot of things got 
reworked and changed and are a lot better. 

For the people who have played Doom before, would 
they expect the monsters to remain and move in a similar 
sort of manner? 


How many secret levels are there going to be? I sup¬ 
pose you can’t tell me since they will be secret(I), but can 
you give me an indication? 

AS: There’s a fair amount of secrets that we’ve put into the 
game. The player will not be bored looking for secret stuff. 

With secret levels, are you going to do sort of ordinary 
stuff or is there going to be like a theme? 

AS: There is something to the secret levels more than 
just ‘you found a level, nov/ go and complete it’ [like Club 
Doom on the PlayStation]. 


AS: Some monsters have, some haven't. Remember 
that v/e’re making a game that's very large on a PC with 
unlimited storage and it hogs the RAM. As much as v/e 
v/ould have liked to have added a bazillion frames to 
everything and have made it totally smooth, the reality 
v/as that it’s still an 3-Meg cartridge and v/e still v/anted 
a very decent compliment of levels. 

Did you have any problems with memory? 

AS: Yeah, there v/ere problems, but they've been solved, 
it's just part of the development process. 


AS: Yes, they’re going to be moving in a similar sort of 
manner, there v/ould be recognizable behavior, basically 
good Doom players are going to see that. 

It’s just going to look a lot more impressive... ? 

AS: It’s going to look and act a lot more impressively. It 
v/ill be far more responsive, much smoother than the PC 
version, and a lot of the quirky Doom bugs have been taken 
care of. 

How much of a free reign did you have for this project, 
or were id (the creators of the game) quite stringent about 


What’s the previous experience that your team has had? 
AS: The team has been on Doom since the PlayStation. 

So you have the same people v/orking on those pleas¬ 
ant sound effects: that ‘music’, the babies crying...? 

AS: Yeah, the team basically had so much experience 
doing it, and v/e thought we did a pretty good job. 

The music on the PlayStation version had so much 
atmosphere to it, it was much better than the sort of jingly 
tunes of the original PC version. 

AS: We v/anted a very dark and sinister look for Doom 64, 


People are saying; “Oh, cartridges can’t hold as much 
as on a CD ” which is true, but because you have a CD, peo¬ 
ple have a tendency to v/aste memory, like SNK’s infamous 
200-meg carts that v/eren’t compressed... 

AS: Yeah. Every byte is treated very specially on the cart, 
there's not a v/hole lot to go around, so it’s a very valuable 
resource, every space is filled v/ith something that is very 
important to begin v/ith. 

Hov/ about the N64’s sound capabilities ? 

AS: I couldn't answer that one because one of the other 
guys on the team does the N64 sound system for me, but 
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what I get from him is a thumbs up! 

Now for a very important question: Is the BFG 
projectile still green? 

AS: The BFG projectile is still green. It’s the BFG, you 
expect it to be green. 

On an earlier demo, I saw three marines sprites. How 
are you going to handle the Deathmatch aspect of Doom 64 ? 
AS: Well, that was handled for us very simply; there’s no 
Deathmatch. If it couldn’t be done right, with is basically 
with some sort of hardv/are interface technology, there was 
no point to it. We’ve been ready for some sort of connect¬ 
ing lead for a year and a half; we were ready for it. 

I think that’s what a lot of people are looking for. Maybe 
you could put an option for multi-player mode with split 
screen mode and put something like a dividing board down 
the middle of the television! But that’s the main problem; play¬ 
ing a Deathmatch on the same screen is not a Deathmatch. 

AS: That was the decision that I came down to. Multi-play¬ 
er is a neat thing to see for about five minutes, then it’s like... 

...I can see you, I know where to shoot. 

AS: Yeah, it works well for other games, but not for Doom. 

Well, I guess that’s answered all of the other 
Deathmatch questions that I had then! 

AS: I’d like to see you make some comment on that. What 
do players look for? Many say the Deathmatch, as there’s 
a great deal of fun involved, we tried to take the elements 
that v/e couldn’t put in for multi-player and add more to sin¬ 
gle player, so we packed more in there. 

And with the three marine sprites, can you give us any 
clue as to what sort of secret is there, they might be, I 
dunno, mutated versions of yourself...? Hopefully...! 

AS: We’re playing around with the idea of evil drones, there 
may be some drone activity... 

Does Doom 64 make use of the analog controller? Can 
you play it with or without, or is it just analog? 

AS: You can play it with or without, the control in this is 
fully configurable for every button, everything you can do, 
so there shouldn’t be any problem. The controller design 
is very unique, and v/e didn’t want it to be affected by some 
people holding it one v/ay, and others holding another. 

On the PlayStation version, I reconfigure my buttons, and 
I strafe using shoulder buttons, I run constantly and strafe- 
turn as a go forward with the shoulder buttons, and this is the 
problem I was perceiving for the Nintendo. The two shoulder 
buttons mean you probably need a third hand to do it right. 
AS: It is a little bit tricky; but everybody kind of liked the d- 
pad configuration, the way it is set up, and with the d-pad 
configuration right now you can use either the digital pad 
or the analog pad, and they’ll both do the same thing, it’s 
just that with the analog pad you have finer control, but no 
shoulder buttons... 

Can you actually fall any distance, or is there any sort 
of hideously squishy death effects if you fall too far? 

AS: If you’re meaning in terms of like height restrictions 
inside the levels, no, there’s no height restrictions. 

Which is the same as Doom... What about width 
restrictions? 

AS: The levels are very vast, both in how they work and 
in the area that you are playing in... you have a great 
deal of play area. 

Do you think that the analog controller works well? 
AS: Oh yeah, absolutely. I’m not quite sure why people 
make such a big deal about the analog controller; to me it 
was an easy extension of movement around, it just gives 
you a very fine, precise control. 

Everyone’s jumping on the bandwagon nov/, Saturn 
has one, PlayStation is adding one... 

AS: A lot of people were saying, “Well, can you aim the 
weapon with it?” and like sure, we could have, but that’s 
not Doom. Doom has auto aim, and that wasn’t something 
we v/ere allowed to mess with. And we would have left it 
the same if we had been able to... 

SG: I know there was an awkward feel when we first got the 
controller, but that’s the only way that I play it now. 

Is there going to be a memory card option orpassv/ords? 
AS: Yes, both for internal memory and the joypad versions. 

If Doom 64 sells well, which it should, can we expect sequels? 
AS: Sure, I v/ould hope so. On the bulky drive, probably. 
That would be our next step. 

I was just wondering, have you seen Turok yet and 
what do you think of it? 


AS: No. I’ve not seen it. I’ve seen screenshots, and I’m 
very curious to see what they’re doing. I’ve heard mixed 
opinions about it, some things good, some things not as 
good, so I don’t know what to believe. 

I’ve seen it running, and I’ve played it, and it’s just awe¬ 
some. The only problem is the misting. But other than that, 
they’ve fixed up weapons. I’ve never seen weapons, 
including Quake, that looked as good as Turok ’s; they look 
like they’re in FMV, they’re that good. You can hit someone, 
and you have different areas to aim at. You can hit a raptor 
in the head and they sort of flop from side to side, spraying 
the screen with blood and then sort of collapse and twitch. 
AS: That does sound good. Are there a lot of monsters 
that you have to fight at one time? 

Yes, but they slowed the frame-rate down just a hair. 
This was an incomplete version though. 

AS: Again, this is the speed size time trade-off. We would 
have done Doom 64 with polygonal monsters, but that 
would have been Quake. With our game, it’s very smooth, 
it holds its frame rate, which to us was very important, and 
having a game slow down... we don’t like that very much. 
One more thing, having the sprites allows us to have a lot 
more on the screen, a lot more action, tons of monsters 
and tons of projectiles. 

I’ll be covering both games for GameFan and 
MegaFan, so it’s not really a comparison, because I know 
what you guys set out to do and I know that it’s an 
enhanced version of Doom, whereas Turok is something 
they have to start off all new. 

SG: They’re still drafting off of Doom. The thing is, we have 
so many things different that are happening with the mon¬ 
sters, I’m glad v/e v/ent the route that v/e did... 

I’m not wishing to compare the two games... 

SG: We’re going to be compared, you can’t help it, and to 
me they’re tv/o different games. I don’t see a problem with 
them both co-existing, they’re two different games, they’re 
both first person perspective games, and they have two 
very different themes. 

In the past, Nintendo haven’t liked violence. Do you 
think you’re going to have to tone Doom 64 down for any 
sort of market? 

AS: Actually, Nintendo is really good about that, espe¬ 
cially as v/e now have the rating system. We’ll certainly 
get a mature rating. Doom’s been around, found it’s 
home, it’s had the blood, there’s no v/ay that they are 
going to take the blood out. 

SG: It was really funny working on the Sony PlayStation 
last year. They said they had their own standard for video 
games. They said in v/riting that there should be no blood, 
no violence, except for games of high quality! [laughs) 

AS: I think id has an agreement v/ith Nintendo, they 
weren’t going to put this on there unless Doom remained 
as violent as before, so I don’t think they are going to say 
anything about it. 

They’re not toning down Turok. One of the program¬ 
mers said, “If you shoot someone, it’s realistic, but it’s not 
gratuitous,’’ that’s what should happen. Whereas Doom is 
sort of more fantasy, so you can get away with more, do 
you think that’s the case? Say, for example, when you hit 
someone with a rocket launcher, they don’t have to explode 
in that much gore. Or do they? 

AS: I have to v/atch my step here! [laughs] Yes, they do 
have to explode into that much gore, of course they have 
to. That, to me, is Doom. There’s nothing wrong with gra¬ 
tuitous stuff, it’s horribly funny, and it’s a great deal of fun, 
and that’s what we v/ere after. We v/ere after that element. 
That’s v/hat we thought was one of the best elements of 
Doom. 

What do you think of Quake? 

AS: It’s a very, very nice game, technically astounding. It’s 
really a special piece of software. 

What would you expect the N64 version of Quake to 
look like? 

AS: Well, v/e’re v/orking on it right nov/, but I can’t tell you.... 

I awoke dazed and lying face-down in a field. Obviously, I 
had heard too much. But what I did hear (and saw) readied 
me for the finest version of Doom that anyone has ever 
seen... Get ready to repel those Demonic hordes, people!! 
Hell is opening up one last time! 

'"TRANSMISSION ENDS'" 

Chief Hambleton and the rest of us at GameFan would like to thank 
Aaron Seeler, Sukru Gilman, and the entire Williams/Midway staff. 
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“Puts up a brick” says the announcer 
on Prozac, otherwise this is the best 
version of NBA Jam I’ve yet played in 
or out of the arcades. Jammin’ 
music (plus a bonus rap track at half 
time), great animation, smooth con¬ 
trol and more options than ever 
before make NBA Hangtime the quin¬ 
tessential Jam. I’ve done it before 
and swore to never do it again, but 
I’ll make an exception this time. 
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GameFim 

Spurts 

Pr«vi«w 


W ow, I can’t believe there’s 
another great basketball 
game on the market. I didn’t 
think any game had a chance of com¬ 
peting with NBA Live ’97 or In The 
Zone 2, but looks like Shoot Out will 
have the goods. Comes complete 
with season stat-tracking, trade 
options, free agency and player cre¬ 
ation options that have become the 
standard for top-flight basketball 
games. Cumulative stats and aver¬ 
ages are updated and shown not only 
throughout the season, but through¬ 
out the game. The graphics are 
great, giving you some of the shiniest 
hardwood in the league. This is also 
the first basketball game that I’ve 
seen that actually allows you to strip 
the ball out of the player’s hands on 
the way up, rather than the traditional 
block. Lots of other great stuff too, 
but looks like it needs to do a little 
work to overcome the Big Two, but 
has an excellent frame to work with. 


"STRAP" 


With NBA Hangtime Midway final¬ 
ly puts the jam back in the Jam. 
Not only does this version animate 
silky smooth, but the control with 
the analog stick is awesome. My 
favorite feature, though, is the 
selectable “create” mode. Bravo. 
Finally, the quality tunes wrap it 
all together... That voice, 
though... zzzzzzzzzzzz... 
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Just like NBA Jam (in so many ways), 
Open Ice is appealing ’cause it’s so darn 
fun to play. You’re given big name NHL 
stars to relate to, ultra-simplistic play- 
mechanics, and fast gameplay speeds. 
For some, this doesn’t sound like much 
of a game, but there’s something unde¬ 
niably kinetic and addicting about Open 
Ice. Although bested by Gretzky in this 
category, PS players should have no 
problem enjoying hours and hours of 
wild, unrealistic 3-on-3 hockey action. 
Good conversion, too. 
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The best golf game available on thi 
Saturn. Why? Well, straight-up: I 
moves. PGA Tour ’97 is some kind of still 
frame re-draw travesty, and VR Golf is < 
real-time 3D golf game. Sure, the frame 
rate ain’t so hot, and the course-side 
scenery goes Lego when it’s in your face 
but you’re allowed the liberty of viewinc 
everything in full 3D (and that’s cool)' 
Technicalities aside, VR Golf has all the 
necessary options, fine control, and great 
in-play fringes (views, replays, club 
selection, etc.). Nice courses and good 
sound round out this winner. 
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Will Madden be dethroned by Sony’: 

monster football release? No, bu 
GameDay ’97 is the closest anyone ha: 
come thus far. The gameplay is mucl 
tighter this time around, thanks to a coo 
re-worked Al that’ll spot ya from a mile 
away if you think you’ve found THE play 
Other sterling new features include ar 
awesome (straight outta GameBreaker 
3D engine, powerful new plays, ant 
wicked control over the running game 
Make this your second football must-buy 
if you must buy a second football game. 
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Surprisingly, EA’s Saturn sports titles 

have been equal to or better than the PS 
versions. The same is true with NHL 
’97. Yep, these are some truly blocky 
(as in not too many polys) players, but 
the animation rocks and the frame rate 
is great. The play mechanics are hot; 
this feels like the 16-bit NHL games all 
over again, ’cept in a cool new set o’ 
threads. One should never doubt the 
sports power of EA... they give you the 
license, the best options, and rock-solid 
gameplay, every year. 
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NBA Hangtime 
Nintendo 64 
Midway 


lilUD 


liVSU DU 


Playstation 

Williams 


NHL '97 
Saturn 
EA 


You know, I had a lot of fun playing this 
game. I get caught up with the realism 
of sports games so much, sometimes I 
forget how fun a good-old-fashioned- 
bang-’em-up-and-score-a-bunch-of- 
goals, kind of hockey game is to play. 
Makes you feel like you actually exert a 
certain level of skill and ability, reflect¬ 
ed by the dozens of goals you score! 
Any game that strokes my ego like that, 
and still remains entertaining is a win¬ 
ner with me. 


NFL GameDay '97 
PlayStation 
Sony 


VR Golf 
Saturn 
VR Sports 
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I was pleasantly surprised with VR 
Golf and think it is one of the best golf 
games I’ve played on a CD format. 
The play is smooth and the course has 
very nice contours in the fairways, not 
usually found in golf games. The 
most distinctive part of the game is 
the different camera options you can 
select. There are various split-screen 
angles, as well as the ever-popular 
picture-ln-picture screens. Overall, 
this game is simple and fun to play. 


81CJIPJIMI10, 
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The closest Madden clone yet, with 
smooth play and nice graphics. 
The timing is very realistic, and the 
Al plays smart, as it should. It 
comes up a tad bit short of Madden, 
but the commercials are more 
entertaining. One thing about it is 
that it’s easier to play than 
Madden, without losing any of the 
realism, which was comforting. I 
had a great time playing this game. 


8 IB IE HI 10, 
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Well, EA has put out the best hockey 
game on any platform to date. The real¬ 
ism and stats are of course, second to 
none. EA spares no detail in trying to 
accurately simulate the real game, in 
any game. The motion-capture technol¬ 
ogy is apparent, and game play is 
smooth-as-ice-ice-baby. I’m curious 
how it looks when they get into a fight; I 
tried and tried, but wasn’t successful 
enough to throw off my gloves, but I’m 
sure that’s pretty real too. EA is synony¬ 
mous with the real thing. 


W ell the 1996-97 college basketball season is upon us, and 
Kansas University looks poised to take it all. I can’t help but 
draw parallels to the Duke of old with Laettner, Grant Hill and 
Hurley, instead now we’ve got La Frentz, Pierce and Jacques Vaughn, 
with a healthy supporting cast. Of course, we have the ultra-power- 
house over at Kentucky, but just like the UNLV squad of semi-pro ath¬ 
letes that went down in flames to Duke, so must Kentucky fall. Look 
for Kansas to take it all. The Bulls have just lost 2 in a row, first time 
that’s happened in years, and just dodged a 3rd. While the Bulls are 
having their problems, the Heat and Riley are on the rise in the East, 
while it looks as if Barkley’s presence in Texas makes Houston the 
front runner in the early season West. But I don’t know about Hakeem, 
maybe he should retire with his heart condition, although worst case 
scenario, if he died, he would die doing what he loved most... yes, 
several other athletes have literally died on the court/field from the 
same thing! Dennis Rodman just got fined over $100,000 for using 
profanity and telling off the refs, think that’ll stop him? ...Always 
quotable, Ted Turner, President/Owner of TNT and the Atlanta Braves 
recently said on religion, “God’s not gonna send me to hell for sleep¬ 
ing with women and having a few drinks... I don’t need some naked 
guy on a cross to save me!” I don’t want to be within arm’s length of 
him on Judgement Day... In the NFL, the playoff picture has taken 
form, and believe it or not, there may be a changing of the guard. 
Although still the favorites, the ’Niners and Cowboys are no longer 
clear cut winners. Teams like Denver and Green Bay have emerged 
as the teams to be reckoned with this year, but will be tested all the 
way to the Big Dance. Teams like Carolina have the ’Niners’ number, 
and upsets will be abundant, as they have been all year; games have 
been harder to call this year than the Holyfield victory over Tyson. 
Yes! Holyfield VICTORY over Tyson! Was that not the single most 
Rocky-esque sports story of the year? Unbelievable, and fantastic for 
the sport in my opinion, although opinions have been mixed on that 
subject. The hottest sports game on the market right now is NBA Live 
’97. The response has been wild, and hoops fans in particular are 
gobbling it up big time, as EA sits pretty in their familiar spot of #1 on 
the charts. If you have any questions or comments, please feel free 
to write to me c/o Gamefan Magazine, or my e-mail address is: 
rlee@metropolismedia.com Feel free to contact me at any time. 
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j^stl J| s promised, Strap’s back with the Open Ice review. 

ft Little has changed between our last preview and *$£*■■■■ 

1 j^Qthe final, which means the game is still an 

extremely close translation of the arcade. -Lj^k 

Having played the arcade Open Ice many, many times, \k;,&a 
I can clearly see what made it to the PS intact. The rink 
KdflnSW seems to be a tad smaller than in the arcade, but the line- 1J jp|| 
PflW scrolling is smooth and exact. Otherwise, the player anima- WIJ 
lion is good, and the sound, music, and voice arb right on. I- 
Don’t get me wrong, the arcade isn't terribly impressive, II 

i -■. i m M I and any current next-gen system could probably handle 
it. All the NHL teams and top superstars are playable, 
and each are rated in several ^ill categories. Matter 
o’ fact, Open Ice is all about gamepiay... 

■|4p|\nH\ Three easy words describe Open Ice play- 
mechanics: Jam on ice. One button cranks your 
turbo, one passes, and another shopts. You can super- ^ — 
power your parses and shots by simply holding the 
turbo down before you nail the-puck. Now, accord- 
tasjP ing to wlterd you are in relation to the goal, a 
|E | ffyrjh turbo-powered shot will often send your player 
■oU.-t 4 : ' r into a special move before he releases. So 

V you’re UVih’ through mid-rink, you split the defense, pass to 
your teammate, lie passes LEi cux eemieuxozolimsh j«, 

W back, you slam down the "; ' \ i ” * “* « r 5 - 

turbo, antl B00WI! A gravity )*f m l<Hr 

defying back-flip slap-shot ; , , * J * v • * v »■ 

jf^3K^SBl sails through the five-hole! if * 

T™®®™® 11 Score the hat trick (three goals ^ K 
HE S Oi FsIPjE: straight in this case) and your player’s “On-fire” with a maxed-out 


JACQUES STRAP 

WHERE’S THE 
BIG HEADS? 
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SUBSTITUTIONS 


IAMB-OPTIONS 


TRIVIA QUIZ 


GAME SWITCHES 

UP/MC MOVE CURSOR 
IFT/fm TOGM.E chew 
Burrow wiLim 

TOUR M HE* T 


PWKR TIIRHI) TH SWAP 
PRfSS SHOOT TO SftlOT 


CHOOSE HEAD 

UTMV ULECT HEAD 
BUTTUHS SME 4 WIT 

FAD W'MBFR: 4/4? 


VltH STATS 


WHAT IS AHVYDAS SABUNIS’ NATIVE 
COUNTRY ? 


A) AU8TRAIIA 

B) FRANCE 

C) LITHUANIA 
0) RUSSIA 


-SQUAD 

# 5 £ 


ATTSJSUTSS 


f.OHTS.OLl.fP. 


PPiP/tfCfS 


KOOKY 


B’ 8 210 IBS. 

iftll,. m. 


SUBSTITUTIONS - LOSERS 
HIT THE BENCH! 


SWITCHES! ?LAY WIT \ 
'EM, HOLMES! 


TRIVIA QUI2! 

R YA SMART - OR 
DUMB AS A ROCK? 


CREATION mode: 
MAKE A 
MONSTER!! 


PRTG5 

START 


AY MIDWAY 1 


MIDWAY POLISHES UP THE 
JAM ENGINE AND DELIVERS 
SOME SERIOUS HANGTIME! 


gAO CWmi 10 CONTROL 
* RFfVTS MAY8TRKY. 


PRFSS 

START 


rrunvr 


NT 3RD NN 

H ‘HIT 


KDOKTi _ PKEGG (V 

emr 


PRESS 

START 


PRESS 

START 


Make no mistake, NBA Hangtime is NBA Jam. However, while it looks (for the most part) and plays the same, it 
doesn’t necessarily feel the same. Midway’s won back the engine, tagged on a new name and done some heavy 
chinga, creating the first version since the original worthy of further investigation. The most notable change in 
my opinion is the ability to completely build the combatants. In the Create Player mode you’re not only privy to a 
vast quiver of heads but you can alter weight, height, attributes, and uniforms as well. Aside from this instantly 

selectable feature, you get two additional reasons to hang 


<10 CONTROL 10 CONTROL 
REEVES MAYBERRY 


with Hangtime. First, the analog control over the extreme¬ 
ly well animated characters is a joy and second, the music 
(especially the full on rap tune at the half) is very cool. ' 
You’ll miss the wicked chops of Tim Kitzrow (the only man 
alive with true boom-shaka-laka) as the new guy just kind 
of drones along, but otherwise the audio’s mighty fine. 

The graphics are highly animated even deep in to the 
crowd, parallax is abundant, and the frame rate’s as 
smooth as Jordan’s shiny head. The actual players are per¬ 
fectly represented and four can play in what will ultimately 
go down in history as the best version of this fine game 
ever, courtesy of Williams and the Nintendo 64. It’s not 3D 
all up in your face buy any means, but if the ultimate Jam 
is what you seek, Hangtime delivers, big time. € 


| PlayStation | 

ts— 


BARRY 


PRESS 

START 


KOOKY 


START 


START 












IF THE THOUGHT OF 


LING THUNDER 


NASCAR Racing for the PC was the biggest racing game ever. Now it’s available for the PlayStation™ Game Console 

- ■- —| • Totally realistic car physics 

jfe _ _ mp h . gjj 

h i V 1 • Customizable Simulation Mode or hop-in 

Hi 1 » ^ and-start-driving Arcade Mode 

1996 cars and drivers on 18 different tracks, 
including 2 fantasy tracks 

Night racing on 3 tracks 
Hard-rock soundtrack, realistic sound effects 
Officially licensed by NASCAR, 

Also available on PC and Macintosh 


In-car view puts you in the driver's seat. Rear 
view lets you see the big picture. 


Change tires, gears, suspension, and more to 
customize your car's performance in Sim mode. 


For more information, see your local software 
dealer or visit us at http://www.sierra.com. 


©Sierra On-Line. Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line. Inc. All rights reserved. Papyrus and Papyrus logo are trademarks of Papyrus Design Group. Inc. PlayStation™ and the PlayStation™ logos are trademarks of Sony 
Computer Entertainment, Inc. NASCAR® Racing is officially licensed by NASCAR®. 
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W hile things in the world often seem like they’re on a downward 
spiral, it’s nice to know video golf games keep getting better 
and better. St. Andrew’s Golf has become my newest, bestest 
security blankie. Just the other day, while playing a competitor’s golf 
game, I remember thinking to myself, “Why can’t they just make a golf 
game that's got some of those great 3D graphics that I see in non-sports 
games?” And just like that, a copy of St. Andrew’s appeared on my desk 
- little did I know what lay before me. I slipped into total and complete, 
divot-slinging heaven. The rolling hills of legendary St. Andrew’s 


OftttEFA.N 


the lush green fairways, reflections of bold Scottish 
architecture dotting the grounds, and of course the 
infamous and abysmal bunkers - all in beautifully 3D 
rendered environments. Yes. completely 3 dimension¬ 
al, even the horizon scrolls along with your player's 
advance. Just as people tune into the Fireplace 
Channel during the holidays, the realism of these sun¬ 
rises will give you a gorgeous view while you take in a 
bowl of Captain Crunch in the morning. With the 
advantage of this game being on the N64, you no 
longer have to wait an eternity to load each hole. 
Instead you can pass through any foursome ahead of 
you and finish 18 before your 8 o’clock meeting. 
Another pleasant surprise exclusive 
to N64, is a golf swing totally con¬ 
trolled by an analog pad. No more of 1 4 

the ultra-precision, swing-o-meter, ■ \ 

where pressing the ‘X’ button is as 
easy as 1-2-3. Instead, you bring it 
back right to the power level at which ^ * 

you desire, with as much control as \ 

you have in the real thing, along with 
a pace that will comfort you. Golf is 
a game of rhythm, and finesse, not * •+? 


whether or ^ 
ton^when the / 

yourself flush against a wall taller than your¬ 
self; a virtual impossibility, in trying to get the 
trajectory of your shot to go 90 degrees. 

This is a treacherous predicament as you 
can go into the hole 3 under and upon com¬ 
pletion of the hole, find yourself 3 strokes 
over! 

Aside from slightly irritating musical 
accompaniment, the game is a winner for 
golf enthusiasts, and gives you a little taste 
of Scotland at the same time. JK 


[DEVELOPER - SETA 


lit DE PLAYERS -1-4 


JOE KIDD 
A golf game 
you can 
appreciate. 


"THl INFAMOUS AND ABYSMAL BUNKFRS Will HAVt YOU THROWING YOUR HANDS UP IUSTIIKF THF PROS, AS YOU fIND YOURSELF flUSH 
AGAINST A WALL TALLER THAN YOURSELF; A VIRTUAL IMPOSSIBILITY, IN TRYING TO GET THE TRAJECTORY OF YOUR SHOT TO GO 90 DEGREES.' 1 
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i didn't think vue'd 
math, did you?) 

i ninety-five times 
!lve equals $71.40. 
clung! Sure, that's a 
dl price to pay for 
only game magazine 
[ holds its ink, but 
can do better! 
iscribe today and get 
dve thick, glossy 
lies of GameFan, 
iked with twice as 
ch as the other guys, 
just You'll 
the world's highest 
ility video game 
gazine delivered right 
your door promptly 
:h month and 

lers will notice how 
gal you are and who 
iws, you could run for 
ice. This deal could 
mge your whole life! 
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arithmetic! 

Newstand price $71.40? 


BET 12 ACTION PACKED ISSUES 
OF GAMEFAN FOR ONLY... 

.99 


$ 
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Save $46 Off the Cover Price! 


j^jYes! sign me up for a subscription now at $24.99 for 12 issues of GameFan. 


Name:. 


Address: 


City:. 


State:. 


.Zip: 


m 


Please Check One: 
□Bill Me 

□Check enclosed 


Make check or.money order payable to GameFan. Canadian orders add $10 per year (includes 7% GST). Foreign orders 
add $10 per yearpayment in U.S. Funds must accompany order. Please aliow 30 to 60 days for deliyery of your first issue. 
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GET 12 ACTION PACKED ISSUES 
OF GAMEFAN FOR ONLY... 

.99 



Save $46 Off the Cover Price! 


^jYes! sign me up for a subscription now at $24.99 for 12 issues of GameFan. 


Name:. 


Address: 


City:. 


.State:. 


.Zip:. 


Please Check One: 
□Bill Me 

□Check enclosed 


Make check or money order payable to GameFan. Canadian orders add $10 per year (includes 7% GST). Foreign orders 
add $10 per year;payment in U.S. Funds must accompany order. Please allow 30 to 60 days for delivery of your first issue. 



to monstrous savings! 


This Way! 


MegaFan is the best value in the gaming 
world. Order your subscription and save big 
money! Buy a game on us! _ 


□ Yes! Send me the next six issues of MegaFan for $12.95. 


Name:_ 

Address: 
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□ Bill Me 
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Canadian orders add $10 per year (includes 7% GST). Foreign orders add $10 per year; payment 
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Madden in 16 - 1 — 1 1 — 11 —' *— 11 -' 1 -' 1 - 11 — 1 '— 

bit format, EA has been at the top of the charts. Now, not only is Madden /” *N |- - 

available on all platforms including PC, but the same “Brute-Force” Al ls I Q — 1 / y 

intact and consistent across the board; an EA priority and a precedent in ■> / J 

sports games. They say imitation is the most sincere form of flattery, as I—I J / / 

football games spring up everywhere, trying to emulate and bask in the 
success of Madden, but in the end, they all bow to their predecessor. 

Madden has become somewhat of a “social gathering” whether it be with professional 
athletes on the road, frat house parties, or simply an after-school activity. The Madden craze 
will be upon us bigger and badder than ever before, so now is the time to bone up. On the 
following pages, you will find a list of EA’s personally ranked, highest rated plays and strategy 
tips to give you a balanced attack of power running, efficient air attack, glove-like defense, 
and cutthroat special teams. In a day and age where a game of Madden is synonymous 
with, “Let's take this one outside!”, you’ve now equipped yourself with the best training guide 




Your running game will determine the success of your offense. Rushing sets the 
tempo of your attack by wearing down the defense and opening up the air zone. 
The following tips will help you keep the ball on the ground successfully, no mat¬ 
ter who you have in.the backfield. 


Follow your Blocks. In Madden ’97 the key to running the ball is reading 
„. M n:i;in„":i, i :: n : nimrn-rjr your blocks. Just like the NFL, Emmit Smith is 
jmynmiiii jtmininiMiiP!^ | not the f as test, nor the strongest, but he is 

;/£-%/ <>L_ \ Yj ; ar 9 uab| y the best at “f indin 9 the h°l es ” that his 

If you follow your 


Y V" | enormous lineman create 

: blockers, and let the play develop, your 
ii - r H T-Pi- ' V s P a ti ence w 'ii reward you with openings toward 
|;!§ 0 r A j; the goal line. Breaking tackles is possible 

; ■" * \:l depending on your back, but never a sure thing, 

i; / "^j T; therefore insure yourself by keeping one of your 

: : i ii i i i i ii i i t iti t i i ii f w fMiMi iiii in 11 1 11111 1 111 m i r ; men between you and the defender. 

2 . Accept a Loss. If your worthy opponent has guessed right and it’s 
evident you will be caught for a loss, the best alternative for you is to “accept 
the loss” and resist the temptation to run backwards. Inevitably you will only 
lose more yardage. 

3 . Speed Bursts. When using the speed burst, you want to save it for 
precisely the right moment. Hit the speed burst just as you make your move 
through the hole and break up-field. 


In a situation where the defense is coming down strong on you, try using 
your speed burst just as you cut back against the grain and catch the D off 




guard; resulting in defensive over-pursuit, and extra yardage for you. 

4 . Mix up your Running Plays. By selecting a variety of run plays (i.e. sweeps 

to the Outside), you II i ii niiii i n i iHi i MMniMiiij ii mmnMU ii j ii M H ^ jmH ! i i i i HMMj^mm i i i ii ji iHm.i iiii i i M 4H 

spread out the defense, j ji |r.' 

open up the inside run- : - i 

ning game, keep them ? 

honest and most impor- ‘ c ^>^' ■ 

tantly, build a foundation 4 ' 

for your, passing game. Iif§ /C W.s' ' 


JOE KIDD 
Don't forget 
you mouth¬ 
guard! 


5 . Time Management. f n i,|..=f^,u|. Ml n. ..,.rr^y,,,i(L^il . ,,i ., fii i.i i iiii i iii iimii i i ii i i i iii ii i iin i' H w 

When the game is in 

hand, run the ball. This is why it is key to have a good running game. Let the 
play clock run down as far as you can and then begin your play. (More on Time 
Management later) 






The Passing Game 

Efficiency is the name of the game. You must really learn how to find your rhythm and read the defensive coverage quickly as the 
quarterback; if you don't, you’ll either end up on your back, or find yourself recording more INT’s than touchdowns. Learn from the 
following how to get the most out of your passing attack. 

1 . Timing is Everything. In order to be successful in executing pass plays, you need 
to wait for the play to develop and patterns to take form before 
getting rid of the ball. 

2. Throwing Under the Zone. Throwing under the zone is key in 
many of the pass plays. Find the plays that achieve this (quick 
slants and passes), and make long yardage out of short passes. 

3. Positioning. In some of the shorter routes, it is essential to 
have your receiver get in front of the defensive back to make 
the reception. Skilled Receivers. Receivers with above-average 
talent have exceptional ability to fight the defender for position and catch the ball. 



/ / ■ 1 \ 
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4. Multitude of Receivers. By selecting 4 or 5 receiver sets, this forces the opponent's hand into at least one of the 
receivers having single coverage. Of course, the more players you have going down field, the less you have to 
protect the QB; so know where your receivers are gonna be. 

5. Use your Backs. If you can't find a receiver open, instead of forcing the pass, look for one of your backs 
in the flats as a safety valve. 


BEST OFFENSIVE PLAYS! 

The following are the most effective plays for gaining: short, medium or long yardage. 


[SHORT YARPAGE (1-5 YDS.) 


I Form. 2TE. 
Power Strong 
Lots of power 
blocking - use the 
speed burst as you 
hit the hole. 


Single Back. TE 
Motion. HB Dive Right 
The key for both plays is 
to use the, man in motion 
as an extra blocker. Put 
him in motion and snap 
the ball when he gets 
about where the hole 
your running back 
will go through is. 



I Formation. 2TE. 

HB Wham 
Get the fullback 
going in front of you 
to pound out 
the much needed 
short gainer. 


Pro Form. Normal. 

Quick Post 
Let the QB take a short 
drop and then 
fire it to the outside 
receiver. This is good 
for a couple yards, 
unless you wait to long 
and let the DB get a 
jump on the ball. 



Near. Normal. HB 
Delay 

It allows the D-Line 
to penetrate while 
the running back 
sneaks past them 
with the ball. 


Pro Form. Normal- 
All Streaks 
This is a good play if 
you catch your 
opponent sleeping in 
a run defense. 



MEDIUM YARDAGE (4-3 YD5.) 






Shotgun. Normal- 
Quick Hitch 
Throw as receiver 
turns back and defen¬ 
sive player is behind 
the receiver. 


Pro Form. Normal- 
Weak Flood 
Send everyone deep 
then hit the back 
out of the backfield. 


I Form. Normal. 

Out and Ups 
If you can hold the 
ball long enough, 
throw to the WR on 
the left. 


on the rig 
the comeback. 


Shotgun. Normal 
Quick Slant 
With a good receiver 
you can even 
break this to a 
much larger play. 


m 


l-Form. Normal. 

TE Fade 

Bring the flanker in motion 
and when he gets to the 
other side of the field, 
throw it to him, quick! 
This play keeps the 
defense off guard. 















defer_ 

to defend the 


Near. 2TE. 
HB Inside 



Near. Normal. 
FB Circle 


Hike the ball 
immediately throw 
to the TE on the 
seam. Watch hii 
split the safeties 
run for a nice gain. 


Far. 3WR. Weak 
Flood 

Pass to either back 
coming out of the 
backfield. This is 
effective when 
defense is sagging. 




LONG YARDAGE ( 9 + YDS.) 


I-Form. Normal. 


I-Form. 3WR, 


1-Form. 3WR. 


Post Corner 

Depending on 
the defense, you 
can throw over 
or under the 
coverage. 


Square In 


Depending on the 
defense, this can be 
really effective for the 
long gainer. Receiver to 
throw to depends on 
linebacker.coverage. 


Sub in your best 
WR in the Slot on 
the Right and 
throw the ball 
deep to him. 


Pro Form. 
Normal. Quick 


Normal. Flea 
Flicker 

Mixes up the 
coverage and then 
throw deep. 


Breakout 


Hit the receiver on 
the deep out. 


Hit the tight end 
quickly against a 
zone defense. 


No matter how lethal your offense is, if you can’t stop the opposition from moving the ball on you, you won’t 
have very much success. Most of you already know the fundamentals; now it’s time to get aggressive and get the defensive edge. 



Take the outside approach to the QB. It is tough 
to get to the QB running straight up the middle 
and at him. By taking an outside approach to the 
QB, you create a one-on-one situation where you 
have one man to beat. If you can get close 
enough you can either sack him or force him to 
run up the middle where the rest of the D-line 
should be waiting for him. 

Another strategy is to focus on stopping the pass. If you are a good run stuffer, you can call a zone defense and use the Fiee Safety 
to play in the secondary. If you like to gamble, jump in a blitz defense and play man-to-man once the ball in is the air. 


If the pass rush breaks down, the QB will have time to find the open 
receiver. The key to defending a pass is beating the receiver to the ball. 
As soon as the ball is in the air switch to the closest defender and then 
get him in position to deflect or intercept the pass. Now you must react 
to where the ball is about to land. On a quick slant, it may be too late to 
defend the pass, but an effective strategy is to make a calculated dive 
at the time of the pass and try and knock the ball out. At least you will 
be able to make an immediate tackle. For short yardage, drop a defen¬ 
sive lineman into coverage, especially against a back coming out of the 
backfield or the tight end. 



Only use the power tackles if you have help behind you. It is a very risky move and should 
only be used at close range and for must-stops like short yardage. Dives are also risky but 
effective. If you are behind a ball carrier and he is about to score then it is obviously worth 
the risk. Otherwise, dive when you have the support of linebacker and defensive backs 
there to help out if you miss. Contain, Contain, Contain!!! In long yardage situations play it 
safe and let the computer controlled players make the tackles. You play clean up. Just 
make sure he does not get by you and pick up the first down. 
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The following are the most effective plays for defending against: short, medium or long yardage. 



SHORT YARDAGE (1-3 YDS.) 


Goalline 81. Blaze 
If you know they 
are going to 
run, this one is 
killer. If they pass, 
you’re in trouble. 


Goalline. Left/Riaht 
If he is going to run 
and you want to 
guess which 
side, guess correctly 
and you will stop it. 


Goalline. Man Left 2 
Puts everyone after 
the backs but leaves 
two back for 
short pass coverage. 


Goalline, Middle 

This puts all the big boys 
on the line side by side 
and lets them overwhelm 
the offensive line, an 
excellent short yardage 
run stopper. 


3-4. 52 Wildcat 

This defense spreads out 
the D-Linemen and out¬ 
side backers across the 
line and makes it tough 
for the offense to run 
anything to the outside. 


4-3 Double. Blitz 

Blitzing linebackers 
give extra defense 
against short 
yardage. 



4-3. Tuf Bronco 
This is a solid defense 
against the run, but at 
the same time, it puts 
pressure on the QB. 

Use the middle 
linebacker in coverage 
on the TE or blitz 
up the middle. 


4-6. 46 Cover 


This puts a lot of pres¬ 
sure on the QB from all 
angles. But if you don’t 
get to the QB quick, he 
might burn you for 
a deep one. 




Call the one that 
gives man cover¬ 
age to the wider 
side of the field. 



4-3. Cheat 
Left/Riaht 

Same as goalline 
left/right but LBs 
stay out for 
pass coverage. 


LONG YARDAGE (9+ YDS.H 



Nickel Crashman 
Great pass 
defense, especially 
if you have good 
personnel. 



Nickel Double Out 
Doubles up the 
receivers and gets 
good middle field 
coverage. 



3-4, 53 out 
Good defense 
to stop the 
short/mid wide 
plays. 


4-3. Zone Double 

Double coverage 
on main receiver 
with zone coverage 
and decent 
pass rush. 


Nickel Double 
Gold 

Same as ND 
Out but puts 
more pressure 
on the QB. 



Dime 3Deep 

One of the better 
prevents, if you 
are going to use 



Dime Prevent One 

Prevents giving up 
the big play and 
still allows for 
decent coverage. 



4-3 RCB Blitz 

This can be risky and 
can leave your oppo¬ 
nent open for a big 
gain. Sneak the right 
corner, back up to the 
line and then charge 
in for the QB. 


Onside Kicks: Execution and Defense. 

To execute you want to tap it as fast as possible or wait until the power drops back down to zero. You also 
want to move the directional bar halfway to one side or the other. There is no advantage to kicking it straight 
ahead. To defend you want to take the nearest player to the ball once the ball is kicked and start steering 
that player to where the ball is going to land. Once you have the ball, run away (down screen) from the 
oncoming players so you can avoid a big hit once you get the ball. 
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Z Kickoff and Punts 


' Coverage: 

Take the fastest guy and try and contain ball carrier. Let the computer controlled players make the tackles and don't go for 
the dive. Stay in front of the return man and make sure he does not get by you. A lot of players like to go for the big hit, 
but a miss usually gives up big return yards. 

Returns: 

Wait for wedge to form defense to commit, and then run it outside. Get what you can, and do not run backwards. 


Audibles: When to Call Them 


You have to learn to read the defenses. Best case scenarios are short yardage. Many teams will go into a strictly run defense for¬ 
mation like goalline. If you can, audible to a pass play. If the defense comes to the line in a Dime, audible to a run and get some 
easy running yards. You want to be able read stuff like where the Safeties are, where's the double coverage, and are they about to 
blitz. On offense it is a good idea to set all of your audibles to the same formation so you don't give away your play. On defense it is 
good to have a short yardage run, a standard run, and a standard pass defense so you can match the offense formation. _ 


pk Time management. 

No reason to give your opponent any extra time with the ball. If the clock is against you, you want to force the other team to pass. If 
they run, and there is less than three minutes remaining, you may want to start using your time-outs. If you can, chase them out of 
bounds.’ Smart players will keep the ball in bounds. Lastly, use the two-minute warning to your advantage. Be aware of when it is 
and how many plays you can get off or prevent happening in that time span. _ _ 


£Ai3 Top-Rated M add 

1. DALLAS (Emmit Smith) 

2. Detroit (Barry Sanders) 

3. Philadelphia (Ricky Watters) 

4. Indianapolis (Marshall Faulk) 

5. Pittsburg (Jerome Bettis) 




1. SAN FRANCISCO (Young, Rice, Jones) 

2. Dallas (Aikman, Irvin, Sanders, Novacek) 

3. Green Bay (Favre, Brooks, Chmura) 

4. New England (Bledsoe, Coates) 


1. DALLAS • 

2. Oakland 

3. Philadelphia 

4. Detroit 


2. Pittsburgh 

3. San Francisco 

4. Denver 


1. DALLAS 1. 

2. Pittsburgh 2. Dallas 

3. San Francisco 3. San Francisco 

4. Denver 

5. Buffalo 

All ratings based on 1996 NFL statistics 


1. “Disco” (All 70's) 

2. “Happy Days” (All 50’s) 

3. “New Wave” (All 80’s) 

4. “Boom” (All Time Madden) 

5. “Itsindgame” (EA Sports Team) 

6. “Overpaid” (Bypasses Salary Cap Restrictions) 


If you create players with these n ame s, youlljget these 6 teams! 
























MAUI BOWl 


W enter a tournament 

with up to 64 partici- 
II; pants. 

JW It TP A, however, 

r Jr II isn’t ail serious. The 

y II twelve different 

■| bowlers presented 
not only have their 
own style, but dis¬ 
tinct personalities. Humorous real¬ 
time cut-scenes are provided in 
instances like missing a good shot 
or getting a strike. Once you’ve 
found your character of choice, you 
can take them into an editor where 
you can change things like their 
name, hair or outfit color, ball 
weight or type, and skill level. 






Save your favorite combi¬ 
nation, and their lifetime 
scores as well as you play 
overtime. 

Ten Pin Alley is my 
choice for sleeper hit of 
the year. If you like 
bowling, you’ll be in 
heaven, but if you don’t, 
look past that. It’s a 
addicting game, and 
’s what mailers most. 5 




!h 


wufEn 

perfect 


SHIDOSHI 

Hey... where’s the 
snack bar? 
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JACQUES STRAP 

HARD-HITTIN’ 
GRIDIRON FUN!!! 
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H ere we go! Finally, some 7 

real competition for Madden i\vYw’y) / I 
’97. Yes, Sony scores big / 

with NFL GameDay ’97, their latest and *" 
greatest football sim for the PS. This hot game is 
available now, and nothin’ should stop you from 
checking it out. Unless, of course, you’d like to 
read on and find out why... 

Remember the amazing 3D engine driving NCAA 
GameBreakerl It’s also been implemented in 
GameDay ’97, and boy, does it move well. The sprite- 
based players are well-animated, and the game runs 
at a blazing 30 fps within 
giant, smooth, well-tex¬ 
tured polygonal stadiums. 

Even when playing on the 
highest speed setting, the 
game blasts between plays, 
formations, options, and 
views, quickly and on the 
fly. The sound, too, has 


received a quality face-lift. In other 
words, NFL GameDay ’97 is a mas¬ 
sive improvement over the first 
GameDay. 

In the realm of gameplay, the 
computer AI has been beefed up, so 
certain wide-out passing plays 
-tt■ (§ uaran t ee< l Plays in the first GameDay) are now completely 
1 ~~—| covered. The controls, though, are extremely second nature 

K 5 &! and responsive, so expect pinpoint accuracy during runs 
.... and/or defensive plays. Employing all the many plays and con¬ 
trols ain’t as difficult as it used to be, thanks to the perfectly tweaked play mechanics. The 
game menus and formations are also easy to work with, and, ultimately, just as easy to use. 

NFL GameDay ’97 has been available for a while now, but with the Super Bowl looming 
so closely, I felt it necessary to take a detailed look at it. After all, it’s hot stuff. So if you re 
sick of Madden ’97 (how...?), or if you’re simply looking for one of the year’s best football 
games, GameDay ’97 is here. JS 
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I OUTFOR 
HAZARDS! 


T here’s nothing like getting off work, 
going to the driving range and smack¬ 
ing a bucket of balls. No better way to 
let off some steam, and show that little 
white ball who’s boss. Or tee-off time at 
7:30 AM, lofting dew-covered divots high 
into the air. But who really likes getting up 
at 6:30 AM, when you could have gotten up 
at 8AM, and why spend the $6 on a bucket 
of balls each day, when you can simply plug 
in VR Golf ’97? Choose from practice 
mode, strokeplay or matchplay - Skins, 
foursome, Fourball, AMA Tour, or Pro 
Tour. VR uses the latest technology 

f in Virtual FieldVision which gives I 
you access to nearly any perspective ® 


imaginable. I counted 15 different 
camera angles! The most 


I# OF PLAYERS-1-4 


JOE KIDD 

Nuuuuuuuu-nan, 
Nuuuuuuuu-nan, 
Noonan, Noonan, 
NOONAN! 


SHOTS! 















































































NCAA 

basketball 


There can 

only-be ONE 



We got NEXT! 


www.mindscapegames.com 

MINDSCAPE SPORTS ALTERNATIVE" 

©1996 Mindscape, Inc. All rights reserved. Mindscape is a registered trademark and Mindscape Sports Alternative and tf\e 

MSA logo are trademarks of Mindscape, Inc. The NCAA and Final Four are registered trademarks of the National Collegiate Athletic Association and are used under license 
by Mindscape, Inc. Windows is a registered trademark of Microsoft Corporation. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. 
All other trademarks and registered trademarks are the property of their respective holders. 








> myself have huge expecta¬ 
tions these days; the detail in the 
goalie masks, however, are second to 
none. 

Of course, with EA, everything in the 
real sport is included in the game: over 
600 NHL players, licenses for the 26 
rendered goalie masks, updated ros¬ 
ters, statistical accuracy, and individ¬ 
ual player ratings. In addition, they 
even go so far as to bring in Fox TV’s 

_ J ohn Davidson as Hockey Night 

host to set the tempo for the 
RSlgame. Options include create 
WF LU and trade players, signature 
n moves and fights, multiple player 
E J57 injuries and more. The overall 
KaP'play is smooth, but I had occa- 
K^'sional difficulties with “Ice 
'—'’’Compensation” control, resulting 
in “skate-bys.” 

They enhanced the play by allowing 
us to appreciate the game from 
every perspective, as ’97 ■; 
includes 9 different camera 
angles, and 11 on replays. The ' ; 3j|| 
realism is unsurpassed as you 
take on the player’s perspective; 
seeing only what he sees. EA’s § 
really developed the Al in the § *“' J 
game, as scoring, executing § 
strategy and defensive stands are 1 
all very logical. The true hockey fL"" 
fanatic will certainly appreciatm?*^ 


J ust when you thought things were 
slowing down, EA blindsides us 
with NHL ’97. Now, one of the 
fastest growing sports has a game on 
the Saturn to complement it. The 
opening music will have you^—^ 
pumped up for some hardcore^^^fc 
checking, with the synthesizer^jjJ^J 
jamming in the background. 

You can choose between^HE 
Exhibition, Season or Playoff 
mode, or you can opt for the^W 
wild Shootout. While SeasonNJK* 
allows you to track 8 seasons simul-^ 
taneously, Shootout mode was particu¬ 
larly fun, because I didn’t have to end 
in a tie to participate in the ultimate 
mano ymano competition. Speaking of 
8, imagine getting 7 of your friends and 
plugging in for a real life rumble on 
ice... you can do it! The stadiums and 
rinks are authentic and emblazoned 
with home team logos. The players are 
3-D polygon players animated from the 
movements of actual NHL’ers, but hon¬ 
estly, I wasn’t thrilled with the player 
graphics. The graphics weren’t bad, 
but spoiled sports gamers like 


SHOOTOUT: Take it to the 
ice. Exciting one on one action 
to decide the game's outcome 
by breakaway shots on goal. 




51 ft. Kovalenko i 1) 


yj & 

SHOTS SRVES 

VI ■}. iJuilTvriJ 

l 1 
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Shoshinkai Report 


While Nintendo’s future is still uncertain in Japan, the 
system’s been a runaway success in the States, and 
ended up being one of the most sought-after items this 
season (Unfortunately, it was still beaten out in 
the media by “Tickle Me Elmo,” proving that we've still 
got a long way to go as a species). What’s in the future 
for those who found an N64 under their tree? The ’96 
Shoshinkai, in Makuhari Japan, held the answer: The 
N64’s still lagging in quantity, but leading in quality. 

Nintendo had only three playable games on the 
show floor, and you can find those (Mario Kart, 
StarFox, Blast Corps; elsewhere in this issue. The 
show’s most tantalizing unveilings (The 64DD, Zelda 
64, Yoshi’s Island 64, Mother 3 and Yuke Yuke!! 
Troublemakers^, however, are all right here... 

By Takuhi & The Enquirer 

Golden Eye 007 

Nintendo still has Rare hard at 
work on this slightly overdue movie 
conversion. As you can see, the 
game has evolved tremendously 
since we showed the first shots a 
year ago. Still waiting to see those 
driving scenes... 


Vibration Pack 

Nintendo showed a new peripheral 
known in Japan as the “Vibration 
Pack” (they’re still working on the 
US name). It plugs into the back of 
your N64 controller, and when you 
get hit in certain games (Blast Corps 
and StarFox are the first two), it 
shakes your controller, giving you a 
quick blast of feedback. It ^ 
costs about 12 bucks, 
requires 2 AA batter¬ 
ies, and will be 
released at the 
same time as 
StarFox 64. 


Yoshi’s island 64 


• -jr a Finally: The Nintendo 64’s 

■ first side-scrolling adventure. 

While there isn’t much paral¬ 
lax at this stage, or any 
Clockwork Knight 2D/3D 

effects, the colorful pre-rendered graphics are incredible (and still man¬ 
age to capture the cartoony feel of the first). The play mechanics look 
to be basically unchanged, except that it appears that Yoshi has finally 
lost baby Mario. Certainly won’t miss his whining. 
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Time Crisis Update 

Namco has announced the details 
on their GunCon controller, and that 
the PlayStation version of Time 
Crisis will feature a special stage 
exclusive to the home system. 

Namco’s “GunCon” 
» plugs into both your 

I PlayStation AND your 

^ 1 TV, ensuring ten 

times the accuracy of 
Konami’s light gun. It 
will be compatible 
only with Time Crisis, 
and it is the only gun 
you can use for Time 
Crisis. Accordingly, 
Time Crisis and the 
gun will only be sold 
as a set. The 
American version is 
bright yellow. 

The new stage 
place in a hotel 
by a new villain, 


Kantaris (pictured here), who’s also secretly 
developing biological weapons. The new 
stage has two different routes... In one you 
take an elevator up to a party at the top floor, 
and in the other, you take the stairs to an in¬ 
hotel shopping mall. Thanks to Time Crisis' 
newly added “BRC System,” the game auto¬ 
matically changes the player’s route depend¬ 
ing on their skill... The player will not have a 
choice. The new stage definitely features new 
textures, enemies, bosses and midbosses. 
Time Crisis ships in Japan this March. 

Gumpei Yokoi Forms Own Company 

Gumpei Yokoi, who left Nintendo earlier this 
year, has started his own company, “Koto.” 
Rumors that his abrupt exit was due to-the 
colossal failure of Nintendo’s Virtual Boy system 
may be untrue, and Mr. Yokoi has suggested the 
possibility that future Koto projects may be 
released by his former employer. 

’’When Nintendo became a big company, we 
were only able to make major projects,” Gumpei 
said. “But I had lots of other ideas. I started Koto 
with the hope of making products out of the ideas 


aa Id 


I’ve been accumulating for the last 30 years.” 

Koto has a staff of only 6 people, and will be- 
designing products, not releasing them. For that 
purpose, Koto also has a sister company, called, 
“Sergo.” Koto currently has 6 products in devel-' 
opment, the first of which could go into production 
in June of next year, according to the Japanese 
video game publication, DengekiOh. 

What are these mystery projects? No one’s 
saying, although Mr. Yokoi has announced flat out 
that they’re “not N64, Saturn, or PlayStation 
games.” But it does seem as if Koto’s protects will 
remain in the video game industry, and one, judg¬ 
ing by a vague description of “high level technolo¬ 
gy that was developed at the time for expensive, 
high level military use, that can now be used for 
only 100 yen [around $1],” seems to be a descrip¬ 
tion of a new piece of arcade hardware. Other 
sources indicate that he is also developing small, 
electronic children’s toys for mass production. 

Mr. Yokoi, possibly the most famous engineer in 
the industry, has a great deal of confidence in the 
product that Koto plan to announced next year. “If 
it succeeds,” he suggested, with a modest laugh “I 
could be the next Bill Gates... maybe.” 





H§^ While at the show, we were fortunate 
enough to get a chance to speak with 
Perrin Kaplan, head of Nintendos RR. 
Department, and Jim Henrick, who acts 
RfT as the development manager of the 
mL-- Tree House, while fulfilling other duties 
at Nintendo as well, about the future of 
jbjg the Nintendo 64. 

Gl : Let’s start with some of the big ques- 
K tions that have been on the minds of 
gamers recently. When will Ze/da 64 first 
■L be shown to the public, and when will the 
finished product be released? 

Jim Henrick: I can t tell you that. What 
exactly will be shown at the E3 will be 
determined, like it is for this show, at the last 
possible minute. We want to give every 
game every opportunity to finish. Last year for E3 
we were actually burning new images on the floor 
of the show! 

Gf : Killer Instinct Gold ? 

JH: Exactly. It’s too early for us to say what's 
going to be at E3, but it's pretty logical to assume 
that you’re going to see interactive playable 


It’s Zelda! Zelda! Zelda! While this fifth chapter in the series 
that defined the term action/RPG existed only as approximate¬ 
ly 3 seconds of video tape, it looks to be well worth the wait. 
Long gone is the stumpy, Pinocchio-nosed Link render-from- 
hell Nintendo showed last year. Now we have an incredibly 
cool main character, complete with facial expressions, in a 
beautiful 3D environment. 

Ail of the shots that 
Nintendo showed are from 
dungeons, and they don’t 
seem to show any of the 
actual angles from the 
game itself, but if the game 
can even come close to 
approaching this quality, 
the 64DD players are 
gonna fly off the shelves. 

More shots next page! 


Legend of Zelda 64 


01Z 3 


Kirby’s Air Ride 

Kirby’s wasn’t playable at 
this year’s Shoshinkai. 

Odd considering it was 
last year... This 4-player 
racing game should be 
the next major Nintendo 
release after Blast Corps 
| and StarFox 64. 


Iiinnla Fmnamr Nintendo’s sole surprise announcement 
UUliyi C? vi at the shQW was that j ung i e Emperor 

(Known in America as “Kimba the White Lion”), late, ultra-famous 
manga artist Ozamu Tezuka’s most well-regarded masterpiece, will be 
converted into a Nintendo 64 game. While the artwork, music, and see 
nario will be handled by Osamu Tezuka Productions, Nintendo will be 
handling the programming and game design, under the watchful eye of 


(continued next page) 


announced, we do know that the film will be 


VFIII, Last Bronx on Saturn 

Sega has announced that they have begun the 
conversions of popular arcade titles Virtua Fighter 
III and Last Bronx for the Saturn. One very early 
shot has been shown of Last Bronx, AM3’s 3D, 
weapon-based fighter, but details on Virtua Fighter 
III, such as confirmation on whether or not the 
home version will feature an upgrade chip, have 
yet to be announced. No release date has been 
set for either title. 

BioHazard Movie Planned 

x On December 3rd, 

o German film production 

m company Constantine 

« j Films announced that 

-j y fofc. they had acquired the 

& - license to make a gen- 

V y/4" eral release, feature 

film out of Capcom’s 
jpapji BioHazard (Resident 

JfcZ ^ 5 s 5§ Although storyline 

and castin 9 details 


live action, with CG monsters from the game. Sephir 
The film’s budget is a relatively high (I mean, unknown 
by European standards) 20 million dollars. 

Constantine Films is hoping to have the 
movie in general release, worldwide, by the 
end of next year. 

Excited? Here’s one more tidbit for you: This 
is Constantine’s second film, and the first was... 

The live-action Street Fighter movie! Right. 

Never mind. 

Quick FFVII Update 

Square has announced the tenth playable 
Final Fantasy VII character (possibly the last...?), 
a knight by the name of Sephiros. You can’t tell 
from these pics, but this dramatic character 
wields a sword nearly twice his body length (and 
I mean height, not width). 

A native of Nibleheim, the town that Cloud and 
Tifa called home, Sephiros left to become a soldier 
in Shinra’s growing army. He soon gained fame as 
Shinra’s strongest warrior, and a young Cloud 
looked up to him with awe. It was out of respect to 
him, Cloud’s personal hero, that Cloud first left 


since. Although it seems cer 
tain that he joins your party 
eventually, he might not AR 
begin (or end) the quest 
as Cloud’s ally. w / 

In other Square news, 
Square’s quest to com¬ 
pletely replace standard 
video game distribution 
channels has led to the u 
announcement that Bushido 
Blade will be sold only in con¬ 
venience stores. Those pre- » 
ordering FFVII at conve- \ 
nience stores will also 
receive a free strategy guide. 
Many convenience stores are j 
already running HDTV . 
movies of FFVII and , 
other Square products. 


SepYrtros 
© Square Co~ Ltb- 
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64DD "Bulky Drive" Unveiled 


Although rumors of the big introduction of 
the 64DD (also known as the “Bulky Drive”) 
that was supposed to take place at this year’s 
Shoshinkai have been flying since last year’s 
Shoshinkai, the unveiling at Shoshinkai '96 
was decidedly understated. 

Four prototype 64DDs were at the show, 
each running one TV of a 4-TV display. A 
64DD version of Mario 64 was exhibited to the 
crowd; the same game as the cartridge, of 


course, but it 
served the dual pur¬ 
pose of highlighting 
the 64DD's speedy 
loading time (only a 
few seconds longer than the cartridge) and proving that the hard¬ 
ware was, as Nintendo claimed, basically complete. 

The system plugs onto the bottom of the N64 hardware, and 
can play both games on discs alone, or games on disc and car¬ 
tridge. Zelda , which we’ll get back to later, is said to be packed 
with both a disc and a standard ROM cartridge. Why Nintendo 
intends to do this is still unclear, but it’s possible that the cartridge 
will be used to contain much of the game’s basic programming, 
while the 64DD’s reported 2-4 (probably the latter) megabytes 
(coupled with an additional 4 from the N64 itself) will be used to 
store area specific information: backgrounds, enemies, music, 
etc. Via this combination, Nintendo could easily release expan¬ 
sion discs with new areas, weapons, enemies, music, etc. 

Fully one half of the disc’s 64 megabytes (512 megabit) can be 
made writable, and in this lies the 64DD’s biggest distinction over 
its CD competitors. Nintendo President Yamauchi has been 
quoted as saying that this is a necessary step in the evolution of 
the RPG genre, although examples have been nearly non-exis¬ 
tent. In Nintendo's Shoshinkai roundtable discussion, the topic 
came up only briefly, and Mr. Miyamoto’s response as to how the 
feature would be incorporated into Zelda vaguely referred to a 
world in which semi-permanent environmental changes could 
occur. An example stated later in the soeech was fnr macciwo 


Mother 3 


0123 


Jh: Atlantis was, 

and is, sort of a 
research project for us. 
Of course were interested 
doing 


a newer h 
somewhere down the li 
right now GameBoy is still selling 
Why would we want to cannibalize 
Of course, at 


very well tor us. 
that market? 
some point, we will have to replace 
it, so were doing a lot of research to make sure it’s 
appropriate. You know: Is it going to have a color 
screen? Are color screens ready to provide the 
kind of latency, clarity and battery life that you 
want to have in a handheld? So that’s what 
Atlantis was about: research. Looking at different 
options and trying to see if the pieces were there 
to pull together a handheld that we would be 
happy with. 

G-; So you’ve officially shelved the Atlantis? 

PK: Yes. 

Is the sequel to Mario 64 planned for a 97 
release? 

JH: Thats really a question for Shigeru Miyamoto. 
Theres always a Mario title in development. 

PK: There’s nothing we can say that’s definitive 
about the Mario 64 sequel. There so manv 


development for 


exists on other formats), more opportunities for character develop¬ 
ment in RPGs, and the ability to use new 64DD discs to update 
sports data in professionally-licensed sports titles. 

Future plans include communications hardware that will allow 64DD 
users to download upgrades, and exchange their custom data with one 
another. How Nintendo plans to incorporate this is still unknown. 

Statistically, the 64DD is, as Nintendo promises, fast. It can 
transfer an entire 64DD’s worth of data in just over a minute (81 
seconds), a little over 5 times as fast as a standard double-speed 
CD-ROM can transfer the same amount of memory. Its seek time 
is a low .75 milliseconds. 

The big question, as always, is “What about the games!?” The 
wide-spread rumor of Zelda being rele 
on cartridge as an option) appears to 
Y . 

dally, it’s a different matter. In the 12-6____ fWfc(fc , lffl#i a 

Nintendo rep leaked that Super Mario RPG and Fire Emblem 


Mother is the name of Nintendo 
of Japan’s quirky, non-violent, 
and incredibly popular conven¬ 
tional RPG series. Mother 2 
came out here as the little seen 
and underappreciated 

Earthbound. As fans of that 
game will surely recall, the 
Mother series has a reputation 
for pretty poor graphics, which 
made these stunning shots look 
all the more impressive. While 
Nintendo has said almost noth¬ 
ing about the game, these pic¬ 
tures speak volumes: we know it 
has racing scenes (above), poly¬ 
gon-rendered overhead scenes 
(middle), and first-person towns 
full of real time polygonal towns¬ 
folk (bottom). A 64DD exclusive, 
due out late next year. 


. -J be untrue. Outside of tte 

however, Nintendo has officially announced no titles... But unof 

issue of Famicom Tsushin, 


jn: /vvayDe. vve nave a lot ot people over here 
looking at different titles and there are lots of 
licenses here that aren’t exhibiting. But we don’t 
know if [Wonder Project J2\ will ever be released 
in the States. 

Namco recently anno 
are becoming a Nintendc 
same for America? 

JH: I expect we will brir 
just because they sign 
mean they are an NO 
could choose to do that. 


sequels are m development for the 64DD, but that they were too 

'T -i definite. Furthermore, the 

j Mother 3 as 

a 64DD title. Unconfirmed rumors of a Mario 64 expansion, and con¬ 
stant speculation about Dragon Quest VII and future Square titles are 


early in development to be considered definite. r_.‘! 
same Nintendo rep listed Nintendo’s impressive-looking 


hem over. However, 
with NCL doesn t 
licensee. But they 


How many games does Nintendo aim to 
release for the N64 in 1997 in the US? 


Zelda 64 


JH: We really don’t know. Were not deadline dri¬ 
ven on any of our games. Our whole focus is on 
quality, and you can see it in a lot of the games 
already out there. Were going to take as long as 
it takes to produce these games, so I can’t really 
tell you how many titles will be available in ’97. 
As many as are ready, really. We have some real¬ 
ly great things in the line-up, but if Mr. Miyamoto 
decides Zelda is going to take another 6 months. 








Zelda is going to take another 6 months. 

GF: What does EAD stand for? 

JH: Entertainment Analysis Division, I think. Its a 
department of NCL. 

GF: And what do they do? Evaluate games? 

JH: We use EADs expertise to analyze games 
that come in, and then provide feedback. We are 
kind of farming out that knowledge right now. 
We put a couple of people at LucasArts to help 
polish Shadows of the Empire during the last few 
months of development. Nintendo has a wealth 
of experience producing games and we want to 
share that as much as possible. You know: Try 
and maximize the utilities of Mr. Miyamoto! 

GF: Is it true that Mr. Miyamoto had input on 
Shadows of The Empire? 

JH: Yes he did. Quite a bit actually. NCL sent 
two members of staff there, Mr. Tanabe and Mr. 
Yamata, and we sent a couple guys from NOA. 
They were at LucasArts for the past couple of 
months working with the team, trying to provide 
some input. It was actually a very good, co¬ 
operative relationship. I wouldn t say that they 
fixed the game, but they did provide some 
insight into how to do things. You have to keep 
in mind that Shadows is not a Nintendo game; its 
not the style of game that Mr. Miyamoto would 
produce. It was very difficult for him. He was 
‘trying to improve a style of game that wasn’t his 
style. There was a still a lot of good ideas 
brought to the project by EAD. 
j GF: I have heard that Nintendo has a combo 
N64 and 64DD in one planned. Is this true? 

JH: We haven t really made that determina¬ 
tion yet. We haven’t even started manufac¬ 
turing the 64DD. If there is a cost-of-goods 
incentive for us to combine both units into one, 
then we probably will. Right now, it’s just too 
early to tell. Let’s just get the thing out the 
door first, you know? 

{ GF: That reminds me. Whats g< 

DMAs Body Harvest and Climber ? 

JH: Climber is on hold right now. 


3rd Party Products 


Third party support remains the Nintendo 64’s biggest weakness. With only a few exceptions, notably 
Yuke YukeU Troublemakers and Konami's Soccer game, the Nintendo 64 s Japanese 3rd party support 
still lacks in both quantity and quality. With Namco and Capcom both confirmed as 3rd parties, this 
could begin to change... Let's just hope they’re not making more sports and mahjongg games. 




RplU / imit Seta’s nearly complete Rev Limit was prob 
nt ?V uniII l ab | y the best payable 3rd party game at 

the show... Although the graphics were about par with Ridge 
Racer, the cool weather effects, different seasons, and variety of 
tracks and cars make Rev Limit look very promi^iqg. ym 

The Complete List: 

Acclaim Japan: 

Turok (3/97) 

Asmik: 

Virtual Pro Wrestling (2/97) 

Athena: 

Pro Mahjongg Kiwame (1/97) 

Banpresto: 

Super Robot Spirits (?/97) 

Bottoms Up: 

64 Oozumo (5/97) 

EA Victor: 

J-League Live 64 (12/96) 

Enix: 

Yuke Yuke!! Troublemakers (3/97) 

Epoch: 

Doraemon (3/97) 

Game Bank: 

Hexen (1/97) 

Hudson: 

Power League 64 (Unknown) 

Dual Heroes (Unknown) 

Untitled Pro Wrestling Game 
(Unknown) 

Bomberman 64 (Unknown) 

Haaane II (Tentative) (Unknown) 

Kanedaichi Shonen no Jiken 
(Unknown) 

Human: 

Human Grand Prix (12/96) 

Imagineer: 

Pro Baseball King (12/96) 

J-League Dynamite Soccer 64 (2/97) 

Mahoo Seiki Eltale (4/97) 

Multi Racing Championship (6/97) 

Sim City 2000 (?/97) 

Rizune (?/97) 

Untitled 3D Fighting Game (?/97) 

Japan System Supply: 

Chameleon Twist (11/97) 

Cavalry Battle 3000 (11/97) 

Kemco: 

Blade and Barrel (12/96) 

Koei: 

Mahjongg 64 (Unknown) 

Konami: 


Eltale 

At this stage in development, 
Imagineer’s Eltale has a bit too 
much pop-up and a hero with 
triangle feet, but it drew quite a 
bit of attention as the first (and 
only, save Zelda) action/RPG 
on the N64’s release list. 


Blade & Barrel 

One of the few things Kemco s 
B&B has over Seta's Wild 
Choppers is this cool 4-player 
battle mode, a la StarFox. 


Dual Heroes 

The N64’s first 3D-fighting 
game was shown at the show, 
but the characters could only 
do standard punches and 
kicks. The backgrounds are 
2D (so far), but the characters 
look pretty well modeled. 


Body Harvest 
is still under development. I don t have any kind 
of a schedule on it right now. 

GF: Does the same apply to Angel Studios 
Buggy Boogie ? 

JH: I don t have a release date for 66. But I just 
got a preview of it about 2 weeks ago... 

GF: And how is it? 

JH: It looks great. Significantly different from 
what we saw on the reels at the E3. Actually, I 
was very impressed. I was surprised by what I 
saw. I expected that we would probably be very 


game 


* i i 

Goemon 5 

Konami’s sole action title, this 
long-awaited title still exists 
only as development system 
renders. The game’s eclectic 
nature should make for a great 
N64 game. 


Yuke Yuke!! Troublemakers 

Our pick for 3rd party game of the show, Yuke Yuke!! (Go Go!!) 
Troublemakers is Enix's second N64 release, a vertically/horizontally¬ 
scrolling 2D/3D game programmed by the gods at Treasure. The char- 
’^pp^F'acters are quirky, the action is 
intense, and it has loads of vari- 


64 Oozumo 

Nintendo 64 sumo wrestling! 
Yes! I can already hear the 
polygon fat rippling... 






Whether it’s pets in Nyanto 
Wanderful, young girls in Princess 
Maker, high school girls in 
Graduation, or prospective wives in 
Marriage, a huge genre of games in 
which you “raise” things (usually 
girls) has recently 
emerged in Japan. 

One of the most criti¬ 


cally acclaimed games of 
this genre was Wonder 
Project J for the Super 
Famicom, in which gamers 
take the responsibility of 
educating an impetuous young robot to the 
world’s customs, and ultimately creat 
ing a savior capable of saving that 
world. The robot was a boy, and 
needless to say, Wonder Project J 
didn’t exactly fly off the shelves. 

Enix isn’t about to make the same 
mistake twice. The same basic 
design concept was used in Wonder 
Project J2, but instead of snotty little 
Pino, this game’s robot is a young girl 
by the name of Josette. She’s cute! jL 
She’s charming! She’s bubbly! All of 
that, mixed with a serious famine of 
adventure type games (or, for that 
matter, games in general) on the N64 
has earned WPJ2 and its fledgling 
genre a great deal of attention. 

Here’s the storyline: Gipetto, 
creator of WPVs Pino, had 
just completed Josette when 
he passed away. His dying 
words were for her to trust in a mysteri¬ 
ous power named [your name here]. 

Although she can’t see you, Josette is 
aware of a mysterious power watching 
her, and comes right up to the screen to 
converse with you. You can’t converse 
directly, but you can guide her with sim¬ 
ple yes or no commands sent through 
her robot friend, Bird. She trusts you 
completely (pretty much), and so the two of you 
share the responsibility of saving the continent 
of Blue Land. It’s a cool concept, and if you play 
Wonder Project J2 late at night, after having 

consumed 
just the right 

1 amount of prescription cough 
I syrup, you might actually find your¬ 
self believing that there really is a 
2D universe in that cartridge that 
■ you’re going to have to save. 

One thing’s for sure: characters 
don’t get much cooler than Josette. 
I She’s easily the most animated 


character in the history of video 
games, and the luscious, film-qual¬ 
ity animation follows her through 
hundreds of different actions, from 
kicking cats to dancing with glee to 
eating her own hands. And she’s 
certainly not lacking in 
personality. 
Generally ultra- 


happy but occasionally 
moody, you actually do 
empathize with Josette as a 
person when she first comes 
to understand the concept of 
death (and bursts into tears), or 
celebrates any of her many vic¬ 
tories at cooking, acting, danc¬ 
ing, whatever. She even runs 
up to the screen frequently to 
ask you questions (“Are you 
handsome? Are you my age? 
Do you ever feel an unseen 
presence watching you? Do 
you ever feel like dancing?”) 
love this aspect of the game, 
though I’ve got to say that 
there’s something really discon¬ 
certing (but cool) about having 
a video game character ask 
you if you believe in God... 

Things aren’t all smiles and 
happy thoughts in Blue Land. 
The ruling Siliconian empire 
becomes more and more corrupt 
with power as time goes on, and 
as Josette learns about justice, she 
has no choice but to rebel against 
their growing corruption. But, hey, 
we’re getting ahead of ourselves here. 
When Josette gets off the boat in Blue 
Land, she lacks the balance skills neces¬ 
sary to walk without falling, has not the social 
skills necessary to simply greet someone, and has 
no abilities that can be turned into a source of 
income. You’ve got a lot of work to do before the lit¬ 
tle 0% in the bottom of the screen becomes a 100%, 
and Josette becomes a complete human being. 

Let’s say you want Josette to learn how to cook. 
First, you’ll need to have Bird point her to the shop 
where she can buy a 
pan, and then make 
her practice using it. At first she’ll 
try kicking it, carrying it on her 
head, eating it, that sort of thing... 

You’ll need to hit that green “no” 
button to reprimand her until she 
gets it right. When she hits upon it, 
the blue button gives her the 
thumbs-up, and she giggles with 
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Developer: 


Givlo 


Publisher: 


Released: 

11/24/96 




Josette dreamed of being an actress, and 
worked hard to get the part. But on the film’s 
opening day, the Siliconian Empire labels the 
film as “subservice," and arrests the director. 
Although this aspect of the storyline is slow to 
develop, it’s incredibly important... It won’t be 
long before sweet Josette has to fight for the 
values you’ve taught her. . . 


The 3D scenes... Cute, but not much fun. 
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delight. Now buy her a book on cook¬ 
ing, show her to the stove, and have 
her practice. Now she can cook... sort 
of... but the food she prepares at her 
restaurant job causes her boss to 
vomit. A bad sign. It appears Josette 
does not yet understand taste, so you 
must make her eat various spices until 
she can get that concept down. Once 
she masters it, she’s 4% closer to being 
a real person. 

Why do a side view “communication 

adventure” on the Nintendo 64? The obvious reason seems to be the anima- 
tion... A Josette with that many frames would take a lot of loading off of a CD. Emx also claims that 
the 64-bit processor allows her a very complicated artificial intelligence program,, but she d°es 
&£>Ld—, dKLt Iron, ,h y , way Pino did in to 16-bit «*£* °Je 
io n epH to create a number of dreadful 3D scenes the game would be better off without. I nese siow 
and violently letterboxed scenes are fun at first, but having to search for items in the landmark-free 
underwater and underground scenes is tedious and incredibly frustrating. , , . 

Wonder Project J2 has a few other problems. Too many of the problems are simply solved y 
havinq Josette 7 buy a product and practice with it at home, as if the producers couldn t think of 
enough real puzzles. And when you’re stuck in this game, you're completely screwed. ^ Josette 
is 80% human, but there’s no one left in the town to talk to and absolutely no indication ° what needs 
io be done next to pick up those last 20 percentage points. I do respect the games non-linear 
J approach — you can learn things in virtually any order, but this is a 
I problem that needs to be corrected. 

I | n the end, I did enjoy Wonder Project J2 immensely. Not because 
I the quest was particularly well done, but for the sheer novelty of it 
I and, most of all, because of Josette. I almost feel guilty for aban- 
I doning her in that 80% finished cartridge, and I can’t help but turn it 
I on and visit with her once in a while. Sure, go ahead and mock me. 

I understand. But if J2 ever comes out here (Enix passed, 

Nintendo’s looking into it) I know that you’ll come to feel the same. T 


To buy the items necessary for use as teach¬ 
ing examples, you’ll have to put Josette to 
work. Working the mine is ridiculously lucra- 
| tive... Forget the other five jobs, and sign up 
for this one as soon as Josette's able. 


After learning of “table talk" role playing 
games, Josette offers to take you on a spo¬ 
ken adventure, where you answer yes or no to 
the various options, and she acts out the part 
of your character. Tell me that’s not cool. 
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I he Japanese print advertis- 
' , | f| \ j ing campaign for Arc the Lad II 

hP is as follows: a 2-page spread 
f wi th some dramatic image in the 
background, and smack-dab in the 
center is one single line of promotional 
text, in English... “Arc the Lad II Isn’t Arc 
...e Lad." But... why? Why would Sony 
spend hundreds of thousands of dollars try¬ 
ing to convince Japanese consumers that Arc 
the Lad II is totally unlike Arc the Lad, the best¬ 
selling game in Sony history 
and the #2 selling PlayStation 
title of all time (although it may 
have been passed up by Bio 
Hazard by now)? Sure, Arc I was 
ridiculously short, completely linear, 
and overly simplistic. But were gamers 
that disappointed by it? 

Well, one thing’s for sure: No one 
can accuse Sony of false advertising. 

Though Arc II is an excellent sequel in 
terms of cleaning up, clarifying, and 
intensifying Arc As storyline, it’s a very 
different game. Arc //excels in length, 


substance, story- 
line, and complexi- 
m ty - all the areas in 
: which the original 
lagged. Even more 
y, « p| drastic is the 
' change in genre: 
Arc I was a simple 


fantasy-based 
strategy game, but 


its sequel is a true | 
RPG complete with 
shops, overworld 
maps, massive 
towns, non-linear 
elements, and an 
epic quest that §f 
dwarfs the origi-1| 
nal’s by far. IL. 

The hero this time £? 
around is Elk, one of y 


“T-T-— 7 — r," 

a number of children born with magical 
powers that was abducted by his coun¬ 
try’s corrupt government and experi¬ 
mented upon. Now free (though afflicted 
with amnesia), he’s working as a bounty 
hunter, until one of his jobs forces him to 
cross paths with his past tormenters. 

Meanwhile, Arc and his crew are 
viewed in Elk’s country as vile terror¬ 
ists from another land, an interesting 
plot twist that pits Arc I's hero and Arc 
II 's hero on opposite sides of the 
fence. Eventually, of course, they 
team up, and you end up with a grand 
Dl total of 14 characters at your disposal... 

Plus one or two hidden ones, and whatever monsters Elk’s 
companion Liza can lure over to your side. 

The storyline is incredibly well done. Arc’s fascinating semi¬ 
future, semi-past universe that we saw so precious little of in Arc 
1 is now exploited to its full potential, and gives rise to both the 
involving X-Files-e sque plot and a number of intricate subplots 
You also have to give them credit for actually making an actual 
sequel for once... It’s not one of those “1,000 years later” deals 
that seem to infect every major RPG series. 

Arc’s world is huge and diverse, and the game is easily 2 or 3 
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ER STAR STORY 


uameArts, it seems, was never really satisfied with the 
Sega-CD Lunar. Anyone who’s seen 
sketches, and heard all of the early hype the 


the original design 

| , iii — j ~~ j r ^ *"game generated 

W would probably agree that, masterpiece though it may have 
W been, Lunar never lived up to its full potential. 

W.. ,. Bu j" 0W the S ame has experienced a rebirth (considering how dras- 
W .. fl ^ ally dlfferent 11 really is. the word “remake" seems unable to do it ius- 
r ticej, a new attempt for GameArts to tell the story they were trying to tell the 
fust time around, this time with 32-bit graphics, generous helpings of anima- 

Mn a ? eV TH 0Un k tr t Ck u and 3 stor - vline far deeper than the merely surface-scratch- 
,inal Though the basic storyline, systems, characters and locations are the 
3 as fun fo ! fans of the original (if not more so) as it is for first time gamers. 
i?.1nii 8 Im d | S - PeC - l !j C ' t0 appeal t0 the fans of its predecessor, Lunar: The Silver 
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spells are new, although there are fewer 
villains has been increased by two. 

The game’s 35 minutes of animation 
only half screen, the FMV is c!— — 

GameArts plunked a lot of money into this one. 
no connection to the original. The style of quiet 
from Eternal Blue's dramatic, brassy, big band feel 
Nariyuki Iwadare is clearly talented at both. 

While the battle backgrounds and enemy animation are quite ^pressive 
grammers) could have put much more work in t . 

water and fire effects in 

q bit looking towns and overhead maps. 


(all of it incredibly high quality) is astounding. Although 
clear and clean, and the frame rate is obscenely high. Clearly, 
The music is good, and 100% new, with virtually 
t, simple and elegant compositions differ sharply 
As Silver Star Story shows, Lunar composer 

_ ; JAM (the game’s actual pro- 

the graphics, which range widely from the impressive 
the later dungeons to the straight-out-of-16- 
Also, the loading time before 
-3... Nowhere near as bad as it was in, say, 
Albert Odyssey Gaideri, but I’ve seen better. I like that all random 
encounters on the main world map have been 
removed, but the concept of being able to see 
your enemies doesn’t quite work as ^ 
well as it should... The enemies are m 
too fast, and too difficult to evade. TEL g* 


Developer . 

GameArtsJAM 


Publisher: 

GameAjis 

Released: 


10/25/96 
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system. The biggest addition is called “Blocking.” If you’re wondering what 
I’m talking about, let me give you a little background: In Japan, blocking is 
known as “Guarding.” Therefore, a technique called Blocking actually 
sounds original to Japanese. At any rate, Blocking blows the opponent’s 
attack back and sometimes leaves them open for a counterattack. No word 
yet on how Blocking is done. Each character has three Super Arts, which 
are selected before the match. Apparently, you can only select one Super 
Art to use, and its number, either “I,” “II” or “III,” is displayed above your life 
bar. NightWarriors-s\y\e dashing is now possible and there is no word yet 
on the combo system. The name of one new character, the female ninia 
was revealed as well: Ibuki. Let’s recap everything we know about SFIII : 

lighter III: New Generation and runs on 


Capcom’s new CD-based CPSIII 2-D hardware. 

■ Ten selectable characters: Ryu, Ken, Yun and his brother (?) (kung-fu masters) 
Ibuki (a female ninja), Alex (a scarred white man), Dudley (a black boxer) Sean 
(another Shotokan hero), Elena (a black girl), 

dude. No word yet on bosses. 

« m^ti^unPo^ UndS S il 10Wn in l c,udl I e Ja P anese hot springs, a cave, a Hong Kong si 
town l lSj subway, a London street, a bridge overlooking a quaint Japane 
town, a graffitied wall and a Chinese-style fighting arena. 

mayble a dizzy bar 3 ^ SUP6r b3rS ’ there ' S 3 mystery bar under the ,ife bars. Thi 
- Dashing is now possible. 

■ Backgrounds scroll vertically as well as horizontally 

... 

as™" 1Shor,ui ‘"’ ^»■ t ™ :; - ■»*'»•» 

■ Ken has one new super: Shippu Jinrai Kvaku. or fiaI p i inhtmn„ 


but we’ll keep you updated! 


mtmAi 


..rbi oniciai leKKen 3 information, and it’s amazing! The storyline takes olace 19 

lJ Er^ a No m | a nN 0n ‘*i °* n ° n FiS ' ^ ,ournamen *’®nd, in the proce^s^vas some- 

tr... No, I guess I don t really want to know how that happened. Immaculate con- 

wbo abe names Jin - His grandfather, Heihachi, realizes that a mys- 
" or Fighting God exists in Jin, and when Jin turns 15 he begins to train him 
1 st Tournament 3 is called, and the 19-year-old Jin enters. 

a l!w W< i decad ®| after 2 ’ aM of the returning characters are extremely old. For 
are^he Zu‘ S h 5 ’ L f W ' S . 46, a " d Kin9 iS 51 ' Evidentl * lhe se five characters plus 
we ran in y Uf r f C ® re,urn " al1 ,he rest wMI be new - Gameplay details are 
]' n J‘.,, th ! t ®°.™? s,ages have actual walls, Fighting Vipers- style. There's 
/i j wl n h S de,lnlte Jy " ot s y a <em 11) either, but rumors point to an upgraded 
1 12. We II have more Tekken 3 information as it becomes available! 


















































































































FROM A CAVE DEEP INSIDE AGOURA. 
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Loyal Postie readers may notice that my column is just a ^Gle eejisy-ij/eensy 
smidgen smaller than it was last month. Evidently the powers that be decided 
that “the readers ' don’t want to listen to a deformed public servant rant for 600 
words about how he had to eat water buffalo dung to survive in Nam No! 
These 1 readers'’ want to see pictures of something called “The StreetfighterJ 
and “ Teckin' III” or some such nonsense. More of those new-fangled fighting 
games, I gather. In my heart , there’s only room for that Genesis masterpiece. 
Budokan. Anyway, on to our two lucky letter writers: 

I’ve never actually written any magazine before, so I chose my first one to be for 

the coolest mag in town. . .. , _ 

1) There are a lot of PO'd gamers in this universe since the release of 
Destruction Derby 2. The game is cool, don’t get me wrong but not as good as 
the first. Why, you ask, would I say that? Three words: NO LINK MODE. Why 

2) hwn arHmport PlayStation (yes, I paid a fortune for it) and I would like 

to know it Tomb Raider , Pandemonium, 2Xtreme , and other cool American 
games will ever make it overseas? Betcha never thought anyone would 
ever ask that! I know Crash Bandicoot is on its way, hut I already have 
100% complete. Oh well. . 

3) Your mag has the best import game coverage, any chance you can 

4? That N64*has left a bad taste in my mouth. I smell Jaguars and Neo*Geo 
carts in the future. A cart and (loppy disk system is in mV opinion a joke. 
Wave Race is an exceptional game, but Mario , Gretzky, and Kl Gold are hard 
ly worth $80 a pop. Sorry Nintendo, but Sony and Sega have the right idea. 
Even the inevitable M2 was smart enough to choose CD for a format 
5) Finally I have noticed a huge lack of new Saturn titles. Why is that. Sega 
has a great system, they need more hot titles, and I don’t mean more Sony 
hand-me-downs. I hope Saturn does better, with better competition for Sony. 
Reason being, stiffer competition means better games. If Saturn fails, who will 
Sony compete with? Nintendo? Ha ha ha! Oooh! MK Trilogy really scares me. 
Heh heh. Sorry, didn’t mean to open any N64 wounds. 

Danny Varajas II 
Euless, TX 

1) I have bad news... Link mode is "DEAD*. It's not just DD2, all of us here 
were shocked that Rage Racer had * NO" link-up. What’s that all about! t Since 
Namco started the whole link-up thing, it's probably that when they abandon it, 
everyone else will too. There just weren't enough people who used it. compa- 

2!fmalways%n for me to watch American games get twisted when they’re 
exported across the Atlantic... Crash Bandicoot has a new render for ads and 
stuff (he s much cuter, and a bit more deranged looking now) and the ^upome 
version has totally new music. The Japanese art for Tomb Raider, whfch is 
Tomb Raiders in Japan, is unbelievably BAD. I guess hey re retaliating against 
us for screwing up so much of the art in their games. Lara has been ^-rendered 
in all of the game s CG, too. 2XTreme and Pandemonium are both on their way, 

too. but I haven 7 heard about any changes. unruiuni r/mcp 

3) Yeah , sure, they can take this page! Leave me with NOTHING! Those 

vultures! Next thing you know I’ll be stuck with, like, two sen e . l t ’f^ s ^ 
of a column down in the small print on page 1 after the 
and subscription information. I deserve better! I m avBteran! I fou Qhtthe 
Kaiser and all of his Jerries in the BIG ONE. pal! I had to eat my own horse 

% St WeH U if sales receipts are any indication, you're definitely in the 

S^Wow, °yoi!°ca restart a charity organization: “PlayStation Owners for 
Sena ” While I think Nintendo’s perfectly capable of providing Sony some 
tough competition. I otherwise completely agree I'J^ve people who write 
in to sav “SONY ROCKS! THEY’LL CRUSH SEGA LIKE THEY RE BUGS AND 
CONQUER THE WORLD! HA HA HA HA! " Yeah! And then they II jack up 
prices, crush the unproductive niche genres, and never upgrade their hard¬ 


ware. If we didn 7 have such heated competition in the game industry, we d 
all still be paying $700 for 3D Os. 

Uaw^heTast paragraph'in°Postmeister, 12/96 issue, when you :said ‘A.brief 
note to readers: It’s not that I only publish letters about RPGs and Sailor 

^ WellI'Post^Vgot news for you! I HATE RPGs! THEY SUCK AND I HAVE NO 
IDEA WHAT THE BIG DEAL IS! The major reason I despise RPGs is the fact that 
when you encounter an enemy, one always has to do all fb° s ? a . 

letter set-up sequence. One major reason I like Zelda is the fact that the play 
er is in direct contact with the enemy; no littlejpell-castmg 
just see it and kill it. And if one really thinks about all games, aren t you always 
playing the role of a character, whether it’s a fighter or magician or robot or race 
cardriver etc? Think people, THINK! What’s the purpose of moving little peo¬ 
ple across and up and down a screen only to have to go into a totally boring 
scene to defeat an enemy? Does anyone comprehend what I m saying. 

Chris Jones 

FlossnmreJL ^ Playstation and Super Famicom sometimes abbreviated as 
PS-’X and SFC? 

Sigh... that 's the last time I try to start any controversy Jhat lette^ 
ical Postmeister response of 8 billion people for RPGs, and only Chris here 
against' The Sailor Moon side drew about 30 billion trillion zillion letters for 
the show (including Chris, sorry I had to edit that parti ^ none ^nmst. 

So here's my question... Are we all insane? All of us? I mean Sailor 
Moon got canceled because the conventional wisdom is that most people 
hate “all that big eye Japanese stuff. ” And RPGs never come out here 
because they say that Americans just can’t stand slower paced games :. 

RPGs and Sailor Moon seem to be just about all the Postreaders ^readout. 
So, what's wrong with all of us? I mean. I took a slug in th W^ ont ?J lob f 
when I was fighting for my country down m Gettysburg, but whats your 

excuse? You're all deviants! Deviants! . p . I/C , a , #nrt thpu 

Oh and when Sony was considering first releasing the PlayStation they 
thought that name made it sound too much like a toy so ^M re S^ l 0 ™ 1 
it PS-X. Even though they decided against it, it stuck. And SFC = Super Family 

Computer. 

\o SSo «n|J I’ll |IJun /o® /^clidlnt! 


The ft'StmieijT-M 

5137 Clareton Dr. Suite 210 
Agoura Hills, CA 91301 
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Capcom’s 1997 arcade line-up. 

First, the game that everyone’s been waiting for: 
Street Fighter 3 : The New Generation, which you can 
read about in our last-minute update. Next up is 
DarkStalkers 3 , which will debut at the February 
AOU show in japan. Huitzil and Donovan (in his cur¬ 
rent form) have been taken out of the sequel, but 
there will be at least two new characters. DS 3 will 
not use Capcom’s new CPSIII hardware but the old, 
cost efficient CPSII. 

Square to make their own hardware? 

Sources at Square of japan have leaked some major 
info that will blow your minds!! At the Shoshinkai 


last month a friend of mine from Square was talking 
to me about the problems that Matsushita has been 
having with the M2. Well, the first problem is that 
the machine does not meet the projected specs of 1 
million polygons at 60 frames. 250,000 at 60 frames 
with all features is closer to the truth. He also told 
me that the same team who designed the M2 is 
almost finished on another piece of hardware! This 
machine is still not scheduled to be finished for 
another 6 months, but it’s supposed to be better 
than both the M2 and N64! This machine will be 
able to pump out 500,000 at 60 frames with all fea¬ 
tures, but that’s not all. Apparently, Square is con¬ 
sidering producing all their games exclusively for 
this new hardware! I know this sounds ludicrous, 
but my source is very tight with the president of 
Square! Don’t be surprised if you see this machine 
at the end of 1998 with the Square label on it!!! 

Mortal Kombat 4 Update 

Well, the most noticeable change in the schedule is 
that MK 4 will not be released in April as previously 
suggested. The date has been pushed back to june 
of 1997 to coincide with the sequel to the MK movie. 
There are now 3 different levels of combos: air jug¬ 
gles, simple combos (short combos), and profes¬ 
sional combos. Ed Boon told me that MK 4 will not 
feature any of MICs trademark cartoon finishing 
moves (Fatalities, Babalities, etc.) because he 
wanted the game to be much darker and scarier. 
MKg uses new hardware, and the characters are all 
displayed in real-time 3D, with approximately 
2,800 to 3,800 polygons used per character per sec- 


VfKAT'RE YOU STARING AT, MY 
SON? THE SECOND INSTALL¬ 
MENT OF EUROPA, THAT’S 
Y.HAT! ' I’M THE GUVNOR, AND 
WHAT I SAY GOES, RIGHT! 

YOU’RE MY PAL! 

As mentioned last issue, one of the big 
concerns for UK Nintendo fans awaiting 
the N64 ’s launch on March 1st is how 
well the games will be adapted to work 
on the PAL TV system. On the Super NES, 
British gamers had to endure shoddy 
conversions that not only ran slower than 
their US and Japanese counterparts, but 
also had large black borders at the top 
and bottom of the screen. Ugh. 

Fortunately, however, advance word is 
., good. THE Games, Nintendo’s UK dis- 

ributor, recently received their first test machines and an early PAL version of 
Super Mario 64 . And not only has the game been optimized so that it runs at 
almost exactly the same speed as the US version, the infamous borders 
although still present, are less than half the size of the Super NES ones, i e bare¬ 
ly noticeable. And rumor has it that the PUotWings 64 conversion is equally 
impressive. Like SM 64 the game speed is almost identical to the NTSC versions, 
and although it is said to have slightly larger borders, the viewfield has been 
widened to create a ‘Cinemascope’-style effect. 

Incidentally, you might be interested to know that UK Super NES games, when 
put through a suitable game converter, run faster on US systems. And the same 
is likely to be true of N64 games. Hmm, anyone fancy a hyper-speed Mario 64 ...? 

TERRA-FIED! 

Compared to the Super NES market in the US, the UK and European markets are 
very small. So small, in fact, that SquareSoft didn’t even bother converting 


ond at 60 frames! The only four characters return¬ 
ing from previous MKs are Rayden, Scorpion, Sub- 
Zero, and Liu Kang. The rest of the cast (which con¬ 
sists of 12 playable characters right now), is being 
made up of entirely new fighters. All of the back¬ 
grounds are now in real-time 3D, with no ring-outs, 
and you’ll recognize some of the old MK arenas, 
such as Goro’s Lair. MK4 is currently about 30% to 
40% complete, and we should see home versions 
sometime in 1997 or 1998. 

Crystal Dynamics, still making games? 

Yes it’s true. CD has 2 new games planned for 1997 
and they are both sequels: Gex 2 and Pandemonium 
2. Gex 2 will be a real-time 3D adventure like Mario 
64 , while nothing is known about Pandemonium 2 

yet. Both titles are exclusively for PlayStation, and 

should appear sometime in 1997. 

Kemco’s Top Gear Rally 

Top Gear Rally is currently about 50% complete as 
we speak. The game has 7 to 8 different tracks 
with around 10 different vehicles to choose from 
(including one secret car that can be accessed 
through a code). There’s also a 2 player mode that 
runs at the same frame rate as the single player 
game, 3ofps. We should have actual shots of Top 
Gear Rally in the March issue of GameFan, and if 
possible we’ll be be bringing you an interview with 
BMG, the designers of the game. TGR will be fin¬ 
ished sometime in the 2nd quarter of 1997. 

UNTIL NEXT TIME... 


Super Mario RPG on the PAL TV system. Bah!- However, at long last, we’re get- 
tingagamethatyou won’t. Ha! Called Terranigma, the game was originally pub- 
lished in japan some months ago by Enix, and created by Quintet, the legendary 
company who brought us Soulblader and Actraiser. 

As you might guess, it’s an RPG which looks and feels very similar to 
Quintet’s excellent Illusion Of Gaia, its predecessor in Quintet’s world-creating 
action /RPG series. The player assumes the role of a mischievous lad who, after 
opening a forbidden door, discovers that his own world is situated in the Earth’s 
interior, and that an evil force has frozen the entire population of the planet 
above. Now it’s up to the player to challenge the forces of darkness and restore 
human life to its former glory. 

Given the game’s pedigree, it’s no surprise that Terranigma is a superb game 
full of action, intrigue and wonderful graphics. If you’re an RPG nut with a con¬ 
verter, then you should seek this out at your local game importer right now. 
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to Admit it... 


FREE OFFER! JQ||\| THE IB 

GAME CAVE CLUB! 

FOR A FREE MEMBERSHIP FILL OUT THIS FORM 
AND SEND IT IN! YOU’LL RECEIVE... 

• A $10.00 OFF MAIL-IN COUPON 

• A GAME CAVE CATALOG, AND MORE! 


NAME & AGE 
ADDRESS _ 


CITY 


STATE & ZIP 


PHONE # ( ) 


mi Tth SAME CAVE 421 E. HUNTIII6TMI DR. MONROVIA CA. 91016 


We Rack!! 


Game Cave is the first ever full-scale import game and related merchandise center 
You’ll find the latest import games tor the Sony PlayStation, Sega Saturn and 
Nintendo 64, a complete line of domestic games, resin hits, related t°Y s > pjjme 
music, wall scrolls, apparel, anime, and peripherals all under one root. When you 
call Game Cave, you’ll be greeted hy one ot our many expert sales people eager to 
assist you with your purchase. Leave those busy signals behind! Our state-of-the- 
art phone system assures unparalleled customer service. 


Our goal is your satisfaction, each and every 
time you call. Bottom line: We want your 
business! Call Game Cave today! 


OE 

























iHIELP 


YUKE YUKE TROUBLE MAHERS 

It'E. s J V,IND ' B0GGLING PLATFORMER (BY TREASURE!) WILL 
BLOW YOU AWAY! AND IT'S COMING SOON! CALL FOR DETAILS. 


IIMH 


WILD CHOPPERS 

IMPORT AVAILABLE MARCH 


HEXEM 

IMPORT AVAILABLE JANUARY 


REV LIMIT IMPORT AVAIL. MARCH 


IMPORT l\III\ITF\inn §4 

JANUARY R H BARREL * J ~ LEA GUE PERFECT STRIKER 


Ring af Baseball 
IMPORT AVAILABLE NOW! 


CALL FOR DETAILS ON NBA COMPATIBILITY | 


FIGHTING: 

CLAY FIGHTER 3 
WAR GODS 
PSYCHIC FORCE 


SHOOTING: 
BLACK DAWN 
POWERSLAVE 
RACING: 
HARDCORE 4X4 
SCORCHER 


JAN.-FEB. 

ACTION: 

TUROK: DINOSAUR HUNTER 
BLAST DOZER 
SHOOTING: 

DOOM 64 
GOLDEN EYE 
SPORTS: 

NBA HANGTIME 


JAN.-FEB. 

ACTION: 

MDK 

RE-LOADED 

THE CROW: CITY OF ANGELS 
MEGAMAN 8 


JAN.-FEB. 

ACTION: 

MEGA MAN 8 

INCREDIBLE HULK 

MAJOR DAMAGE 

DRAGONHEART 

AMOK 

SPOT 


RACING: 

VMX RACING 
RED ASPHALT 
SHOOTING: 

TENKA 

X2 

CRIME WAVE 
STRATEGY: 

COMMAND AND CONQUER 
SPORTS: 

NCAA BASKETBALL 
NCAA FINAL TOUR 
JIMMY JOHNSON 
MADDEN '97 
GAMEDAY '97 


STRATEGY: 

COMMAND AND CONQUER 
SPORTS: 

NHL '97 
VR GOLF '97 


CHEESY 

INCREDIBLE HULK 
MAJOR DAMAGE 
THE DIVIDE 
ADVENTURE: 

TAIL OF THE SUN 
ROLE PLAYING: 
ARC THE LAD 
SUIKODEN 


RACING: 

MARIO KART 64 
COMING SOON: 
MAR.-JULY 

MISSION: IMPOSSIBLE 
BODY HARVEST 
KIRBY’S AIR RIDE 


ACT. ROLE PLAYING: 

DARK SAVIOR 
ROLE PLAYING: 

MAGIC KNIGHT RAYEARTH 


ALL ARTWORK IS COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL RIGHTS RESERVED 





IRONO^m*- 


DEAR FRIENDS 


AND 

'INALE 


DECORATE YOUR WALLS WITH BEAUTIFU L ANIME AND GAME RELATED WALL 

A [MIME! Square Game Mu 

ALL OF THE BEST TITLES TO CHOOSE FROM! WE HAVE ALL OF T HE BEST TITLE 

ENGLISH DUBBED OR JAPANESE DIALOG. WSBStNM iHOE?! 


Chrono Trigger 


Final Fantasy VI 


Secret of Mana 


SECRET OF MAIM A 3 

SPECIAL OFFER: 


Buy two or more music CDs from our Final Fantasy, Chrono Trigger or 
Secret of Mana collection and get $5.00 off your CD Purchase! Hurry, 
sunniies and selection are limited to stock on hand. 


| a$150Value! 

Get Secret Of Mana 3 for the Super Famicom 
and the Music CD for one low price! 


AIMIME RELATED T-SHIRTS 
POSTERS & MORE!! 


RESIIM KITS , TOYS, ETC . 

DIRECT FROM JAPAN AND VERY COLLECTABLE! 


CAN BE SPECIAL ORDERED. CALL FOR DETAILS! 

. All other inquiries: B18/930-00B0 

_ GF003 


GAME CAVE CARRIES ft FULL LINE OF RESIN KITS. ftSK ABOUT Y OUR FAVORITE CHARACTERS. KITS 

Toll Free - Orders Only - Please 

SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUAN- g^mm _ _ 

TITIES ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPA- ^^9 C# I9mm SIM IV1 
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■EED YOUR US SATURN SOME IMPORT POWER!! THE REST SS GAMES ARE IN THE CAVE! 




FAKEDOWN 


SHINING THE HOLY ARK 


% Xtjep tune 


FROM THE DIRECTOR OF 
GHOST IN THE SHELL COMES 
FAKEDOWN; A 3D ACTION 
ADVENTURE SURE TO RE ONE 
OF THE YEAR’S BEST. PRE¬ 
BOOK THIS HOT MARCH TITLE 
WHILE YOU CAN! 


THE LONG AWAITED RPG FROM THE MAKERS 
OF SHINING IN THE DARKNESS HAS ARRIVED. 
GET YOURS TODAY AND EXPERIENCE THE ULTI¬ 
MATE ROLE PLAYING ADVENTURE. 


GET A LIFE-SIZE SAILOR 
MOON POSTER AND SAILOR 


MOON S, THE NEW REN- ■ 

dered fighter, for just... Package Special! 


'ACTI ON 

die-hard arcade 

PSYCHIC CURSE 
ASSASSIN 
GUNDAM SIDE 
STORY 1 & 2 
ROCKMAN 8 


TRYRUSH OEPPY 


SHOOT! I\IG 

ASSAULT SUIT LEYNOS 2 
BLAST WIND (TECHNOSOFT) 
MACROSS 
SENGOKU ACE 
SEXY PARODIUS 
TALKING PARODIUS 
SPACE INVADERS 
THUNDER FORCE 
GOLD PACK 2 


1 Fighters Megamix (SS import) 
I & Virfua Fighter 2 Music CD! 
I A $104 Value. 


YOU WON’T FIND THIS COLORFUL ACTION PLATFORM 
IN THE US. TRYRUSH DEPPY STARS A TOON TOWN 
TAXI AND FEATURES 2D FORCE ONLY THE SATURN 


f ighting r 
KOF ‘96 

FUNKY HEAD BOXING 
ADVANCED VARIABLE GEO 
FIRE PRO WRESTLING 


CAN PROVIDE. 

AIRS ADVENTURE 


AM2 S CHARACTERS MEET Q ■ I 

FACE-TO-FACE IN THE ULTI- 

mate saturn fighter! Package Special! 

KING OF FIGHTERS BE 


ROLEJPLA YIIMG 

tengai makyo the APOCALYPSE IV 
TERRA PHANTASTICA 

Y0 JJ CAN PLAY IMPORT GAMES EASILY ON YOUR US 
Sfl l u n R .L w ' IHAC0NVERTE «- ask ABOUT OUR 
CONVERTER SPECIAL WHEN YOU BUY AN 


ENEMY 

ZERO 

LAURA RETURNS, 
BUT THIS TIME IN 
THE MOST STUN¬ 
NING SATURN 
FMV EVER! REAL 
TIME DUNGEONS 
BRING THE 
ACTION TO LIFE! 


SPECIAL! GET THE IMPORT SATURN KING OF 
FIGHTERS ’96 WITH RAM CART AND KOF MUSIC 
CD FOR ONE LOW PRICE! 


A SATURN ROLE PLAYING EVENT. REAL-TIME BAT¬ 
TLES COMBINE WITH STUNNING ROLE PLAYING FOR 
ONE OF THE SATURN'S MOST STUNNING RPGs YET! 


Package Special! 


ALL ARTWORK IS COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL RIGHTS RESERVED 










WITH IMPORT PLAYSTATION GAMES YOU JUST GOTTA PLAY! 

----1 SOUL EDGE 

US Neo*Geo CD Special! 


GAME CAVE IS BURSTING 

CASTLEVAIMIA XX I 


SAMURAI SHODOWIM 4 f US NED •GEO 
COJ PLUS SAMURAI 3 MUSIC CO 

HOT GAME-GREAT MUSIC. HURRY, OR 

THIS ONE WON’T LAST! V M U ■ w w 

Package Special! 


NAMCO’S STUNNING ARCADE FIGHTER COMES 
HOME PIXEL PERFECT DOWN TO THE LAST 
SPARK. THE IMPORT VERSION IS WAITING FOR 
YOU AT GAME CAVE NOW! FIND A PHONE AND 
YOU'LL BE PLAYING TOMORROW! 


THE WAIT IS ALMOST OVER! THE LEGEND HITS 
JAPAN IN STUNNING HAND DRAWN 2D, 1ST 
QTR. 97! THIS NEWEST CASTLEVANIA 
ADVENTURE IS SURE TO BE ONE OF THE YEAR'S 
BEST. CALL NOW FOR MORE INFORMATION AND 
PREBOOKING. 


TOSHINDEN 3 


-YOUR CHOICE! RACING SPECIAL- 

rage racer speed king 




SD GREAT BATTLE 6 
LONE SOLDIER 
HERMIE HOPPERHEAD 


MACROSS DIG. MISSION (MAR.) 
SEXY PARODIUS (20) 

RAY STORM (3D) 

BELTLOGGER 9 (30 CORRIDOR) 
DARIUS GAIDEN (20) 

AIR GRAVE (OVER HEAD) 
GALEOS (30) 

SPACE INVADERS (CLASSIC) 
TSU KURU (MAKE YOUR OWN) 


KONAMI’S ARCADE SPEEDSTER 
COMES HOME! 


THE REIGNING KING OF RACERS! 
THIS SEQUEL PACKS A WALLOP! 
AND THE IMPORT'S AVAILABLE 
NOW! 


Get both \ 

Toshinden 3 and 
Toshinden A 
Music CD tor one 
great low price! 

A$110 Value, q c 

60FPS MODE + 911 

NEW CHARACTERS! 

it s here! now! p aC |( a ge Special! 


Get Your Choice 
of Racing Game 
and A NeGcon 
Controller for 
one great low 
price! 

A $140 Value. 


LIGHTNING LEGEND 
HEAVENS GATE 
RURO Nl KENSHI 


SLPH 00001 


ARC THE LAD 2 
TREASURE GEAR 


Package Special! —“ 

>amw WILD ARMS 


COLLECTOR’S 

SPECIAL! 

IMPORT 

CRASH 

BANDICOOT!! 

NEW MUSIC, NEW 
VOICE, NEW ART, AND 
SAVES AT EVERY 
LEVEL! 


THE SEQUEL FANS HAVE BEEN 
WAITING FOR! 


AN IMPORT RPG YOU MUST SEE 
TO BELIEVE! 


IT GOES WITHOUT SAYING. 


PREBOOK YOURS RIGHT NOW! 


All other Inquiries: 


Toll Free - Orders Only 


GF003 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUAN¬ 
TITIES ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPA¬ 
NIES ALL RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN 
GAMES ARE NOT COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO 
SHIPPING AND HANDLING ARE EXTRA CALL FOR CURRENT PRICES 
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GAME CAVE SPECIALS... MORE FOR 


FINAL FANTASY 

SPECIAL OFFER: « 

PURCHASE FINAL FANTASY VI 1 
ORIGINAL SOUNDTRACK (TRIPLE 
DISC) + POSTER, JUST $74.95. 
OR, GET FFVI GRAND FINALE 
MUSIC AND (IMPORT) FINAL 
FANTASY 7 FOR THE PLAYSTATION 
FOR JUST $109.95!!! 


fnlSHELL 


Package Special! Packaae SmU.ii 

Get the Ghost In The Shell wall scroll plus racKa 9 e opecial! 
the music CO, lor one low price. A $60 value You Bet '• all < Dragon Quest III,which will 
II you haven’t yet seen this amazing anime, never see a DS release, plus the music 
now is the time! CD lor one great price. A $150.00 value 


LUNAR 

SPECIAL OFFER: 
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ENTER ME TODAY, HERE’S MY ENTRY FEE; 

□ ($3.00) Computer Contest 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 


□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


WORD LIST and LETTER CODE chart 

H.W PRESS.K BLAST.A WRECK.D 

K .Z PUNCH.S SPRAY.C TURBO.V 

AP.T STAND.R PRESS.E DREAM. ...O 

H.I SCORE.H SLANT.L CHASE.P 


MYSTERY WORD CLUE: 


WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


You have the POWER. In this contest you don't rely on the luck-of-the Media Rig C( 
draw. You determine if you win or not. You win by outscoring others in a game of 130 watt receiver 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, Win DSS Satellite 
but it's only the start. Each of five more puzzles gets a little harder. But this time its We’ 

all up to you. Stay in to the end with the highest score and the gear is yours, directions. I 
With whatever options you want. Do you have what it takes? Then play to win! out the Mystery W 

Computer Contest. Win a blazing fast computer with 200 Mhz Pentium, | n |j| e futun 
16 meg RAM, 2.3 Gig. HD, 8X CD-ROM, 17" monitor, Windows 95, modem and more! breaker at S1 go w 

Video Game Contest Play on the hi-tech cutting edge with this line-up: each puzzle. We i 
Sony Playstation; Sega Saturn; Virtual Boy; 3D0; and N inten do 6|_Get all five or highest scorejpos: 
trade the ones you don't want for CASH! Bonus options include: 33 inch monitor, to Phase IV The t 


$1,000 in games, cash, accessories and more! 
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Impart and American 


Nintendo 64 
Playstation 
and * Saturn 


Now you can buy at the lowest 
unbeatable prices.Think of it! 

Saving $10, $20 or more ★ 

on each and every game you buy. 

UniversHideO'Games 

Light Years Ahead Of The Compefifion With Down To Earth Prices 


NI n tP n Hn EREE game conversion with the purchase of any N64 game. 

CNUU Play Import or American N64 games on any N64 system. 

MarioKart Starfox Tetris Kirby's Air Ride 

r.u W c rS nn -7 Golf 64 Cruis’n USA 

Golden Eye 0Q7 MK Trilogy Killer Instinct Wave Race 


PlayStation ^ 

Free universe adapter with 
purchase, play any ps game on 
almost any ps system 

Soul Edge 

Rage Racer 

Macross VFX 

Wild Arms 

Pro Wrestling 2 

Final Fantasy 7 

Fatal Fury Real Bout 
Mega Man 8 

Sexy Parodius 

King of Boxing 

Star Gladiator 

Arc the Lad 2 

Bastard 

Bushido Blade 

Dragon Ball Legends 


SBGA^AIURN 

Saiiormoon Dragon Ball Legends Lunar Silver Star Virtua Con 2 

Virtua On Enemy Zero (D2J Tomb Raider Daytona 2 Remix 

Langrisser 3 Mystaria 2 Thunderforce 4 Samurai Shodown 3 


* Guaranteed * 

Lowest Unbeatable Prices In The Universe 


On All Import Games, Systems And Accessories. 


24 HOUR VIDEO GAME HOTLINE 

Call now for the hottest titles 
919 - 872-2440 


★ 

★ 


Mastercard, VISA and COD accepted 

Instant cash for select systems and games. 

Nintendo 64, Playstation, Saturn, PC CD ROM 

.nrn on i _ 1 


NEO»GEO CD, Jaguar, SFC, Animation, MD, Game Music, 
+ Wallscrolls, Toys, PC Engine 

Overnight delivery. Call today. Play tomorrow. 


Monday-Saturday 10:00 am-7:00 pm E.S.T 


919-872-2440 FAX 919-872-6701 
Dealer and Wholesale Inquiries Welcome. 


All rights reserved for all parties mentioned. We reserve the right to ★ 
refuse any sale, trade or purchase. Games are subject to availability. 


■Now Buying/Selling PC CD-ROM Gam 

' . Call (209) 432-9841 or E-Mail to BRESW@AOL.COM for FREE Catalog/Price Li: 


Send us your old games 


Receive a check back or purchase other titles of your choice - Prices in this ad are good thru 2/28/9/ 
Complete catalog by E-Mail: BREINFO@PSNW.COM 
Visit our World Wide Web Homepage - http://w ww.cybergate.com/bre 





PRIZE FIGHTER 39^95/1500 
QUARTERBACK ATTACK 19.95/6.00 
RAYMAN 24.95/8 00 

RETURN FIRE 29.95/10.00 

REVOLUTION X 24.95,8.00 

R JS£?PJ AGA 34.95/12.00 
RIPPER X 34.95/1400 

RISE 2 RESURRECTION 24.95/8.00 
ROAD KILL 34 95/1400 

ROAD RASH 39.95/15.00 

ROBINSON'S REQUIEM 34.95/14.00 
29.95/10.00 


nurnno i t/nw 39.95/15 00 

ANDRETTI RACING 39.95/18.00 

AQUANAUTS HOLIDAY 34.95/14.00 
44.95/22.00 
39.95/20.00 
24.95/8.00 


ROBOPIT 
ROBOTICA 
ROM. 3 KINGDOMS 4 
RUGBY-96 


34.95/14.00 

34.95/14.00 

29.95/10.00 

19.95/6.00 


We Sell Used/We Buy 
ALIEN TRILOGY 29.95/10.00 
ALONE IN THE DARK 29.95/10.00 

AREA 51 
BAKU BAKU 
BASES LOADED 96 
BATTLE ARENA TOSHINDEN 
REMIX 29.95/10.00 

URA 34.95/1400 

BATTLE MONSTERS 29.95/10.00 

BATTLE SPORT 34.95/1400 

BATTLETECH 34.95/1400 

BIG HURT BASEBALL 24.95/800 

BLACK DAWN 34.95/1400 

BLACKFIRE 19.95/6 00 

BLAZING DRAGONS 29.95/10.00 

BLAZING HEROES 34.95/14.00 

BOTTOM OF THE 9TH 29.95/10.00 

BRAINDEAD13 29.95/10.00 

BRUTAL 2210 
BUBBLE BOBBLE 
BUG TOO! 

BURN CYCLE 
CAESARS WORLD 
CANYON RACER 


39.95/15.00 

39.95/15.00 

29.95/10.00 

29.95/10.00 


SCORCHER i».apftuuu 

SCREAMING WHEELS 34.95IU.00 
SEGA RALLY CHAMP 29.95/1000 
SHELLSHOCK 
SHINING WISDOM 
SHINOBI LEGIONS 
SHOCKWAVE 
SHREDFEST 
SIGN OF THE SUN 
SIMCITY 2000 


39.S5/16]00 


SKELETON WARRIORS 29.9W10.00 


29.95/10.00 

34.95/12.00 

19.95/6.00 

29.95/10.00 

34.95/14.00 

34.95/14.00 

39.95/15.00 


34.95/14.00 

34.95/14.00 

34.95/14.00 


SLAM TV JAM 96 
SOLAR ECUPSE 
SONIC BLAST 
SOVIET STRIKE 
SPACE HULK VENG. 


24.95/8.00 

19.95/6.00 

39.95/20.00 

39.95/2000 

34.95/1400 

29.95/12.00 

29.95/12.00 

29.95/12.00 


34.95/14.00 

29.95/10.00 

34.95/14.00 

34.95/14.00 

39.95/18.00 

34.95/14.00 

29.95/10.00 

34.95/14.00 


24.95/8.00 

39.95/15.00 

19.95/6.00 

34.95/14.00 

34.95/14.00 


CASTLEVANIA 
CENTER RING BOXING 29.95/10.00 
CHAOS CONTROL 34.95/14.00 

CLOCKWORK KNIGHT 2 19.95/6 00 
COLLEGE SLAM 29.95/10.00 

COMMANDS CONQUER 39.95/18.00 


29.95/10.00 

19.95/6.00 


CONGO 

CORPSE KILLER .s.ttyo.uu 

CREATURE SHOCK 34.95/14.00 

CRIMEPATROL 34.95/14.00 

CRIME WAVE ■■ — 

CRITICOM 
CYBER SPEEDWAY 
CYBERIA 
CYBERSLED 


SPOT GOES HOLLY. 

STEEL HARBINGER 
STREET FIGHTER 
ALPHA 
ALPHA 2 
MOVIE 
TMEK 

TANKTICS o-.ucm.uu 

TECMO SUPER BOWL 39.95/15.00 

tctdic di i ie» 34.95/14.00 

29.95/10.00 
29.95/10.00 
24.95/8.00 
39.95/15.00 
39.95/15.00 
29.95/10.0) 
39.95/15.00 
34.95/12-00 


34.95/14.00 
24.95/8.00 
24.95/8.00 
24.95/8.00 
24 95/8.00 

« 29.95/1000 

DAEDALUS ENCOUNT. 34.95/14.00 
DARIUS GAIDEN 24.95/8.00 


34.95/14.00 

34.95/14.00 

34.95/14.00 

34.95/14.00 

29.95/8.00 


DARK LEGEND 
DARK SAVIOR 
OARKSUN 
DARKNET 
DARKSTALKERS 

DAYTONA USA «.«vouu 

CHAMP CIRCUIT EDIT. 39.95/15.00 
DAWN OF DARKNESS 34.95/14.00 
DECATHLETE 29 95/1000 

DEFCON 5 24.95/8.00 

DEMON DRIVER 3495/1400 
DESCENT 29.95/10 00 

DESTRUCTION DERBY 34.95/14.00 
DIEHARD TRILOGY 34.95/14.00 

DOUBLE SWITCH 
DRACULAX 
DRAGONS LAIR 
DRAGONS OF THE 
SQUARE TABLE 39.95/1500 

DUKENUKEM 39.95/1800 

DUNGEONS S D«4GO/VS39.95/18.00 
EARTHWORM JIM 2 29.95/10.00 

ETERNAL CHAMPIONS 34.95/14.00 

EXTREME PINBALL 29.95/10.00 

FI RACING 34.95/12.00 

FANTASY PINBALL 34.95/14.00 

FIFA INTL SOCCER '97 34.95/14.00 

FIGHTING FANTASY 39.95/1800 

FIGHTING VIPERS 
FOXHUNT 
FREERUNNER 
GALACTIC ATTACK 
GALAXY FIGHT 


/ i-lstyiv ourc 

TETRIS PLUS 
THEME PARK 
THUNDERHAWK 
THUNDERSTRIKE 2 
TNN MOTORSPORTS 
TRIPLE PLAY 97 
TRUE PINBALL 
ULTIMATE FOOTBALL 
ULTIMATE MK3 
VALORA VALLEY GOLF 39.95/1500 

VARUNASFORCES 29.95/12.00 

VERTIGO 29.95/1200 

VIEWPOINT 19.95/600 

VIRTUA COP 29.95/10 00 

VIRTUA COP W/GUN 39.95/15.00 

VIRTUA COP 2 3495/1200 

VIRTUA COP 2 W/GUN 49.95/25.00 

VIRTUA FIGHTER 2 24.95/6.00 

VIRTUA FIGHTER 3 44.95/20.00 

VIRTUA FIGHTER KIDS 29.95/1000 

VIRTUA HYDUDE 24.95/800 

VIRTUA RACING 24.95/800 

VIRTUA STRIKER 29.95/1000 

VIRTUAL CHESS 34.95/14.00 


34.95/14.00 
29.95/12.00 
2955 12:: 
29.95/12.00 
34.95/14.00 


29.95/10.00 

34.95/14.00 

34.95/14.00 


VIRTUAL POOL 
VR BASKETBALL 
VR HOCKEY 
VR SOCCER 

WARRIORS OF FATE jn.v3ti4.uu 
WHEEL OF FORTUNE 39.95/15.00 
WICKED 18 34.95/12.00 

WING ARMS 24 95/8.00 

W//VG COMMANDER III 39.95/15.00 
WIPEOUT 29.95/1000 

WORLD CUP GOLF 29.95/10.00 
WORLD SERIES B’BALL II 29.95/10.00 
WORMS 34.95/14.00 

WWF ARCADE GAME 34.95/14.00 
WWF IN YOUR HOUSE 39.95/15.00 
X-35 39.95/15.00 

X MEN CHILDREN ATOM 34.95/14.00 


ARC THE LAD 
AREA 51 
ASSAULT RIGS 
BALL BLAZER X 
BASES LOADED 96 
BATMAN FOREVER 39.95/18 00 
BATTLE ARENA TOSHIN. 19.95/6.00 
BATTLE ARENA TOSH. 2 29.95/10.00 
BATTLESPORT 39.95/18.00 
BATTLETECH 39.95/18 00 

BEYOND THE BEYOND 39.95/18.00 
fl/G S4SS WORLD CWMP 44.95/20.00 
BIG HURT BASEBALL 24 95/8.00 
BLACK DAWN 
BLADES OF RAGE 
BLAST CHAMBER 
BLAZING DRAGONS 
BOGEY DEAD 6 
BOTTOM OF THE 9TH 
BRAINDEAD 13 
BUBBLE BOB8LF 
BUBSY3D 
BURNING ROAD 

BUST A MOVE 2 jn.sa/in.uu 

BUSTER BROS C005C734.95/14.00 
CASPER 29 95/1000 

CHAMPIONSHIP POOL 44.95/2000 
CHAOS CONTROL 39.95/2000 
CHESSMASTER 3D 39.95/1500 
CWESSY 34.95/14.00 

CHRONICLESOFSWORD 39.95/18.00 
COLLEGE SLAM 29.95/10.00 
COMMANDS CONQUER 44.95/20.00 
COWGO 34.95/14 00 

CONTRA LEG. OF WAR 39.95/18.00 
COSMIC RACE 34.95/14.00 
CRASH BANDICOOT 34.95/12.00 
CREATURESHOCK 34.95M4.00 
CRIME CRACKERS 34.95,14.00 
CRITICOM 19.95/6.00 

CROW CITY OF ANGEL 34.95/14.00 
CRUSADER 34.95/14.00 

CYBER SLED 19 95/6 00 

CYBERBYKES 39.95/18:00 

CYBERIA 24.95/8.00 

CYBERSPEED 19.95/6.00 

0 24.95/8.00 

DAREDEVIL DERBY 3D 34.95/14.00 
DARKLEGENDS 39.95/18.00 
DARK SUN 39.95/18.00 

DARKNET 39.95/18.00 

DARKSTALKERS 29.95/1000 
DAWN OF DARKNESS 39 95/18:00 
DEATH CRUSADER 39.95/18.00 
DEATH RACE 
DECEPTION 
DEFCON 5 
DEMON DRIVER 

DESCENT c4.u3io.uu 

DESTRUCTION DERBY 24.95,8.00 
DESTRUCTION DERBY 2 39.95/1800 
DIEHARD TRILOGY 39.95/2000 
DIRT TRAX EXTREME 44.95/24.00 
DISCWORLD 24.95/8.00 

DISCWORLD2 44.95/20 00 

DISRUPTOR 39.95/18.00 

DIVIDE ENEMIES W/7W//V39.95/13.00 
DOOM 34.95/14.00 

DOWN IN THE DUMPS 34.95/15.00 


MAGIC CARPET 29.95/1000 
MAGIC GATHERING 4495/2000 
MANSION OF HID. SOL/LS39.95/18.00 
MARVEL SUPER HERO 44.95/24.00 
MASS DESTRUCTION 39.95/1800 
METAL JACKET 39.95/1800 
MINNESOTA FATS POOL 44.95/20.00 
MLB PENNANT RACE 29.95/10.00 
MONSTER FARM 39.95/1800 
MONTER TRUCK RALLY 44.95/20.00 
MONSTROUS CITY 39.95/20.00 

MORTAL KOMBAT III - 

MK TRILOGY 
MOTOR TOON G.P. 

MYST 

MYSTARIA 44.!«/cu.uu 

NAMCO MUSEUM VOL 129.95/10 00 
NAMCO MUSEUM VOL 2 29.95/10.00 
NANOTEK WARRIOR 39.95/18 00 
NASCAR RACING “““ “ 
NBA HANG TIME 
NBA IN THE ZONE 
NBA IN THE ZONE 2 
NBA JAM EXTREME 
NBA JAM T.E. 

NBAUVE’96 
NBA LIVE 97 
NBA SHOOTOUT 


39.95/18.00 

34.95/14.00 

39.95/20.00 

44.95/20.00 


3BJ95 20.00 
44.95/22.00 
19.95/6.00 
39.95/18.00 
44.95/20.00 
19.95/6.00 
24.95/8.00 
44.95/20.00 
24.95/8.00 


■X dm onuuiuui M.yya.w 

NCAA F/B GAMEBREAK. 34.95/14.00 


NEARDEATH 

NECRODOME 


Na FULL CONTACT 
NFL GAME DAY 
NFL GAME DAY'97 


34.95/14.00 
34 95,14,00 
39.95/16.00 
29.95/10.00 
19.95/6.00 
39.95/18.00 


urLunmcuHi a, JS.yh/lBUU 

Na Q-BACK CLUB '97 29.95/10.00 


19.95/6.00 
39.95/18.00 
44.95/20.00 
39.95/18.00 
34.95/1 ZOO 
24.95/8.00 
34.95/14.00 
29.95/10.00 


39.95/18.00 

39.95/16.00 

19.956.00 

39.95/1800 

24.95,8.00 


34 95/12.00 
44.95/20.00 
19.95/6.00 
24.95/8.00 
44.95/20.00 


39.95/18.00 

39.95/18.00 

39.95/18.00 

39.95/18.00 

39.95/20.00 

39.95/18.00 

34.95/15.00 


GEX 


39.95/18.00 

34.95/14.00 

34.95/14.00 

29.95/10.00 

29.95/10.00 

24.95/8.00 

24.95/8.00 

29.95/10.00 

34.95/14.00 


SUPER 

NINTENDO 


24.95/8.00 

34.95/14.00 

29.95/10.00 

29.95/10.00 

34.95/14.00 


GHENWAR 
GOLDEN AXE 
GRANDCHASER 
GUARDIAN HEROES 29.95/10.00 

GUN GRIFFON 29.95/10.00 

HANG ON GP 24.95/8 00 

HEART OF DARKNESS 34.95/14.00 

HELL 34.95/14 00 

HI OCTANE 24 95/800 

HIGH VELOCITY 24.95/8.00 

HORDE .— 

HYPER 3D PINBALL 
IMPACT RACING 
IN THE HUNT 

INCREDIBLE HULK on.samuu 

IRTL VICTORY GOAL 29.95/10.00 

IRON BLOOD 3995/18 00 

IRON MAN MANOWAR 39.95/16.00 

IRON STORM 2995/1000 

JEOPARDY 3995/1500 

JETSKIRAGE 39.95/15:00 

JOHN MADDEN'97 39.95/15.00 

JOHNNY BAZOOKATONE 19.95/6.00 
JOURNEYMAN PROJ. 29.95/1000 

JUDGE DREDD 34.95/1400 

KINGDOM O'MAGIC 39.95/1500 

KRAZYIVAN 34.95/14 00 

LAST BOUNTY HUNTER 29.95/10.00 

LAST GLADIATOR 29.95/10.00 

LEGACY OF KAIN 39.95/1500 

LEGENDOFTHOR 39.95/15.00 

MAGIC CARPET 29.95/1000 

MANSION HIDDEN SOUL 24.95/8.00 
MAXIMUM SURGE 34 95/1400 

MICKEY THOMPSONS 
SUPERCROSS 34.95/1400 

MINNESOTA FATS 29.95/10 00 

MK 18II DUO 39.95/1800 

MORTAL KOMBAT II 2465/800 

MR. BONES 24 95/8 00 

MVP COLLEGE F/B 96 29.95/10.00 

MYST 29.95/10 00 

NBA ACTION 24.95/800 

NBA IN THE ZONE 34.95/14.00 

NBA JAM EXTREME 3995/1500 

NBA JAM TOURN. EDIT. 29 95/10 00 
NBA LIVE 97 34.9914.00 

NEED FOR SPEED 39.95/1500 

NFL FULL CONTACT 29.95/1000 

NFl - "97 44 95/20 00 

NFL Q-BACK CLUB 87 3495/1400 

NHL ALL STAR HOCKEY 29.95/10.00 
AWL HOCKEY 97 39.95/15 00 

NHLPOWERPLAY‘96 29.95/10.00 
NIGHT WARRIORS 29.95/1000 
NIGHTS 34.95/1200 

NIGHTS W/CONT. PAD 44.95/20.00 
OFF WORLD INTER. EXT 24.95/8.00 
PTO.il 44.95/20.00 

PANZER DRAGOON 2 24.95/800 

PARODIUS 34.95/14.00 

PEBBLE BEACH GOLF 24.95/8.00 

PGA TOUR GOLF 97 39.95/15.00 


We Sea Used/We cuy 
19960LYMPIC GAMES 29.95/1000 
7THSAGA 29.95/1000 

BREATH OF FIRE 2 39.95/14.00 

CHRONOTR'GGER 39.95/14.00 
CIVILIZATION 44.95/18.00 

COLLEGE SLAM 29.95/10.00 
DONKEY KONG CNTRY 29.95/10.00 
DONKEY KONG CNTRY 2 39.95/15.00 
DONKEY KONG CNTRY 3 49.95/25.00 
nfY ' u 29.95/10.00 


DRACULAX 
DRAGONHEART 
DREAM KNIGHT 
DRUID DEMONS 
EARTHWORMJIM2 
ENDORFUN 

EPIDEMIC 34.SS/1500 

ESPN EXTREME GAMES 29.95/10.00 
EXTREME PINBALL 29.95/10.00 

Fill AARDVARK - 

FADE TO BLACK 
FAMILYFUED 
FANTASTIC PINBALL 
FATAL RACING 

FIFA INTL SOCCER ‘96 cn.uu/o.uv 
FIFA INTL SOCCER'97 39.95/20.00 
FINAL DOOM 
FORMULA ONE 
FOXHUNT 
G POLICE 
GALACTIC ATTACK 
GAME SHARK 


NHL FACE OFF 
NHL FACE OFF 97 
NHL 97 

NHL OPEN ICE 
NHL POWERPLAY96 
OFF WORLD INTER. 

OFFENSIVE 

OLYMPIC SOCCER as.srtyiu.uu 

OLYMPIC SUMMER GAM 34.95/14.00 
P. 7.O. II 44.95/22 00 

PANDEMONIUM 3995/18.00 

PANZER GENERAL 2995/10.00 

PARODIUS 39.95/20.00 

PEAK PERFORMANCE 3995/20.00 

PERFECT WEAPON 3495/14.00 

PERSONA 3995/20.00 

PGA TOUR GOLF 96 - 

PGA TOUR GOLF 97 
PHILOSOMA 
PO'ED 

POOL SHARK 
POWER MOVES 
PRO WRESTLING 39.95/15.00 

POWER RANGERS ZEO 29.95/10.00 
POWER SLAVE 39.95/1800 

PRIMAL RAGE 2495/8.00 

PROJECT HORNED OWL 29.95/10.00 
PROJECT OVERKILL 29.95/10.00 

PROWLS? 

PSYCHIC DETECTIVE 
PYRAMID INTRUDER 
RAIDEN PROJECT 
RAVEN PROJECT 
RAYMAN 
RAZO/? WING 
REBOOT 
RELOADED 
RESIDENT EVIL 
RETURN FIRE 
RETURN TO ZORK 
REVOLUTION X 
RIDGE RACER 
RIDGE RACER 
REVOLUTION 


34.95/14.00 

29.95/10.00 

39.95/18.00 

19.95/6.00 

39.95/18.00 

2495/8.00 

39.95/18.00 


34.95/12.00 

34.95/12.00 

39.95/18.00 


SLAM N JAM 96 
SLAM SCAPE 
SOLAR ECLIPSE 
SOVIET STRIKE 
SPACE GRIFFON VF-9 
SPACE HULK VENG. 
SPACE JAM 
SPAWN 

SPLIT REALITIES 
SPOT GOES HOLLY. 
STAR FIGHTER 
STAR GLADIATOR 
STAR TREKGENERAT. 
STAR WARS 
DARK FORCES 
REBEL ASSAULT 
STARBLADE ALPHA 
STARWINDER 
STEEL HARBINGER 
STORM 

STREETRACER 
STREET FIGHTER 
ALPHA 

ALPHA 2 ; 

MOVIE 

STREETRACER ; 

STRIKE POINT ; 

SUPER KICK BOXER 1 

SUPER MOTORCROSS 2 

SWAGMAN ; 

SYNDICATE WARS 2 

TECMO STACKERS • 

TECMO SUPERBOWL • 

TECMO WORLD GOLF 3 
TEKKEN 

TEKKEN2 3 

TEMPEST X 3 

TEN PIN ALLEY 3 
TETRIS PLUS 3 

THE FINAL ROUND 3 
THEME PARK 3 

THUNDERHAWK 3 
THUNDERSTRIKE 2 
TIME COMMANDO 3 
TOBAL NO. 1 3 

TOMB RAIDER 3 

TOKYO HWY BATTLE 3 
TOP GUN 3 

TNN MOTORSPORTS 4- 
TRIPLE PLAY 97 2! 

TRUE PINBALL 3 

TWISTED METAL 2< 
TWISTED METAL 2 3! 

VMAX 3< 

VELOCITY MAXIMUM 3< 
VIEWPOINT i 

VIRTUOSO 34 

VIRUS 34 

VRGOLF 34 

VR PRO PINBALL 34 
VR SOCCER 96 2S 
WAR HAMMER 44 
WARHAWK 2 

WARRIORS OF FATE 44 
WILLIAMS ARCADE CL 29 
WING COMMANDER III 39 
WING COMMANDER IV 44 
WIPEOUT 2 

WIPEOUT XL 39 

WORLD CUP GOLF 34 
WORMS 34 

WWF ARCADE 2 

WWF IN YOUR HOUSE 39 
XCOM 2 

XMEN - 

ZERO DIVIDE 


19.95/6:00 


29.95/10.00 

39.95/20.00 

39.95/20.00 

39.95/2000 

24.95/8.00 


34.95/1400 
39.95/1500 
39.95/2000 
39.95/1500 

—> 29.95/10.00 

GOAL STORM SOCCER 29.95/10.00 
29.95/10.00 


DOOM as.etjriuuo 

EARTHWORM JIM 2 39.95/15:00 

nNAL FANTASY 2 44.95/18.00 


39.95/20.00 

34.95/14.30 

34.95/14.00 


39.95/14.00 

24.95/6.00 

39.95/15.00 


FINAL FANTASY 3 
JOHN MADDEN 96 
JOHN MADDEN 97 
KEN GRIFFEY JR 
WINNING RUN 
LUFIA 
LUFIA2 
NBA LIVE 96 
NBA LIVE 97 
NHL HOCKEY 96 
NHL HOCKEY 97 
POWER RANGERS ZEO 29.95/10.00 


44.95/20.00 

24.95/8.00 

39.95/20.00 


39.95/15.00 

44.95/20.00 

49.95/25.00 

24.95/6.00 

4495/20.00 

24.95/690 


29.95/10.00 

39.95/20.C0 

39.95/20.C0 

34.95/14.C0 

34.95/14.00 


< wm-rinninjcnotCU CV.yDt IU.UU 

SUPER MARIO ALL STAR39.95/15.00 
SUPER MARIO KART 29.95/10.00 
SUPER MARIO RPG 39.95/1500 
SUPER MARIO WORLD 2 
YOSHI'S ISLAND 34.95/12.00 


TOP GEAR 2 


TOYSTORY 
ULTMATE MK 3 
URBAN STRIKE 


39.95/15.00 

39.95/15.00 

39.95/15.00 

39.95/15.00 

34.95/12.00 


& 


uunL o 1 umvi c 

GRID RUNNER 
GUNDAM 

GUNNERS HEAVEN 
GUNSHIP 
HARBINGER 
HARDBALL 5 
HEART OF DARKNESS 
HEXEN 
HI OCTANE 

HYPER 3D PINBALL oj.jjr^v.uu 

HYPER SLAM WREST. 39.95/20.00 
IMPACT RACING 34.95/14.00 
IN THE HUNT -.7*. - ™ 

INCREDIBLE HULK 
INDEPENDENCE DAY 
INTL TRACK i FIELD 
IRON BLOOD J4.tnfi4uu 

IRONMAN XO MANOWAR34.95/14.CO 
JETMOTO 34.95/14.00 

JIMMY JOHNSON F/B 39.95/18.03 
JOHNNY BAZOOKATONE 19.95/6.00 
JOHNNY MNEMONIC 39.95/20.00 
JOURNEYMAN PROJ. 

JUMPING FLASH 
JUMPING FLASH 2 
JUPITER STRIKE 
KILEAK DNAIMPER. 

KILLING ZONE 
KING OF FIGHTERS 
KING'S FIELD 
KING'S FIELD 2 
KINGDOM O'MAGIC 
KRAZYIVAN 
LEGACY OF KAIN 
LEGENDS F/B 97 
LEMMINGS 3D 
LOADED 
LONE SOLDIER 
LOST VIKINGS II 
MACHINE HEAD 
MAG ZONE 


34.95/14 00 

nirrcn 39.95/20.00 

RISE 2 RESURRECTION 24.95/8.00 
ROAD RASH 39.95/18.00 

ROAD WARRIOR 34.95/14.00 

ROBO PIT 29.95/10 00 

ROBOTRON 34.95/14 00 

ROCK VROLL RACING 39.95/18.00 
ROM. 3 KINGDOMS 4 44.95/20.00 

flWMS 39.95/20.00 

RUNS GUN BASKET. 39.95/20.00 

SAMURAI SHODOWN 3995/1500 

SCREAMING WHEELS 39.95/18.00 

SENVENT 39.95/18.00 

SHADOAN 34.95/14.00 

SHELLSHOCK 29.95/10.00 

SHINING SWORD 44.95/22.00 

SHOCKWAVE ASSAULT 19.95/6.00 

SHREDFEST 39.95/1800 

SILVERLOAD 29.95/10 00 

SIMCITY 2000 39.95/20.00 

SKELETON WARRIOR 29.95/12.00 

SLAYER 44.95,20.00 


Nintendo 


We Sell Used/ 

BLASTCORPS 4 

CRUSIN USA 4, 

DOOM 64 4 

F ZERO 64 4 

GOLDEN EYE007 4! 

KEN GRIFFEY JR 64 4! 

KILLER INSTINCT GOLD 41 
MK TRILOGY 4 

NBA HANGTIME 4< 
PILOTWINGS 64 4 

ROBOTECH ACADEMY 4: 
SAINTANDREWS 4! 
SHADOW OF EMPIRE 4J 
STAR FOX 64 41 

SUPER MARIO 64 4: 

SUPER MARIO KART64 4! 
TOP GEAR 64 4' 

TUROKDINO HUNTER 4S 
WAR GODS 4S 

WAVE RACE 64 49 

WAYNE GRETZKY 
HOCKEY 


To Sell Games/Systt 


On a full sized piece of paper, write your nb.„„, wwureie auori 
number and a list of all Ihe cartridges with the buy back prices you 1 
2. II you would like to purchase cartridges with the money or credit re 
the Wes you would like to order on the same piece ol paper 
IPadt your cartridges, all paperwork in a box Send the box to I) 
below by UPS or registered mail. Be sure to include the 'Dept V on tl 
of your package. 

4. Your check wtf normally be mailed within 3-5 working days ol rec. 
cartridges. 


34.95/14.00 
19.95/6.00 
24.95/8.00 
• 29.95/10.00 
34.95/14.00 


. On a 


To Buy Games 


Play5tation M 


44 . 95 po.oo 

44 . 95 / 22.00 

24.95/8.00 

39.95/20.0C 

29.95/12.00 

24.95/8.00 

24.95/8.00 

34.95/14.00 

39.95/18.00 

34.95/14.00 

39.95/18.00 


--- ---- P ,ec8 01 Pap». write your name, complete aoari 

number and a list of all Ihe cartridges you would like to order 
processing of your order, list an alternative for each We you are on 

2. Calculate the total lor the cart-idges you wish to order, indudinq 
handling charges (S7.00 for the first cartridge, $1.00 for each addition, 
Hawaii, PR, APO, FPO, PO Boxes double shipping & handling 
California residents add 7.85S sales lax. 

3. Allow 21 days lor personal checks to dear - send money order 

processing. ' 

* Send your order to the address below. 


Send your Cartridges/Orders to: 

BRE Software 


352 W. Bedford Ave, Suite 104 Dept F 
Fresno, CA 93711 


We Sell Used/We Buy 
2XTREME 39.95/1800 

3DECATHLON 39.^2000 

3D GOLF 39.95/18.00 

4X4GEARSNGUTS 44.95/24.00 
A TRAIN 4 29.95/1000 

ABC COLLEGE F/B 39.95/15.00 
ABC HONDA Y NIGHT f/S39.95/15.00 
ADIDAS POWER SOCCER29.9W10.00 
ADV. OF LOMAX 29.95/10.00 
AEON FLUX 39.95/20.00 

AGILE WARRIOR FI IX 24.95/8.00 
AIR COMBAT 29.95/10.00 

ALLIED GENERAL 39.95/1800 
AUENTRILOGY 29.95/1000 
ALIEN VIRUS 3995/18.00 i 

ALONE IN THE DARK 34.95/14.00 I 


Send us your old systemi 


_ W( 

Genesis core system < 

Super Nintendo core system < 

Saturn (w/1 control pad, AV cable) < 

Sony PlayStation (w/1 control pad, AV cable) i 
Nintendo 64 (w/1 control pad, AV cable) $■ 

ST*' We *> ™>t se" used systems. Systems must indude 1 Control Pad AC 
^ ^2* syslems musl ,ndude CD connedor cover. Additional controllers also pun 
Ddedive systems will be returned at your expense ($10.00 minimum). $10.00 wffl be deduded for each mi' 
ceteclive controller. AC adapter, RF cable, A/V cable. SatemPlayStetion RF unte purS « 


Videogame Inquiries/Credit Card Orders Call (209) 432-268 


We vwl dedud $2.00 (or each SNES cartnd^w^T^diS^ % KL^CD^Tl M hW w< * 0 Wu()ed with tt 


California Residents add 7.75% lax. No COD'S. Prices are for mailorder onlv If we ^ d shipping We do ship out of the Unite 

Nintendo and Nintendo 64 are regislered trademarks of Nxiiendoof America Inc. 
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